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It is the 41st millennium. For more than a hundred 
centuries the Emperor has sat immobile on the Golden 
Throne of Earth. He is the master of mankind by the 
will of the gods, and master of a million worlds by the 
might of his inexhaustible armies. He is a rotting carcass 
writhing invisibly with power from the Dark Age of 
Technology. He is the Carrion Lord of the Imperium for 
whom a thousand souls are sacrificed every day, so that 
he may never truly die. 


Yet even in his deathless state, the Emperor continues 
his eternal vigilance. Mighty battlefleets cross the 
daemon-infested miasma of the warp, the only route 
between distant stars, their way lit by the Astronomican, 
the psychic manifestation of the Emperor's will. Vast 
armies give battle in His name on uncounted worlds. 
Greatest amongst his soldiers are the Adeptus Astartes, 
the Space Marines, bio-engineered super-warriors. Their 
comrades in arms are legion: the Imperial Guard and 
countless Planetary Defence Forces, the ever-vigilant 
Inquisition and the tech-priests of the Adeptus 
Mechanicus to name only a few. But for all their 
multitudes, they are barely enough to hold off the ever- 
present threat from aliens, heretics, mutants - and worse. 


To be a man in such times is to be one amongst untold 
billions. It is to live in the cruellest and most bloody 
regime imaginable. These are the tales of those times. 

Forget the power of technology and science, for so much 
has been forgotten, never to be re-learned. Forget the 
promise of progress and understanding, for in the grim 
dark future there is only war. There is no peace amongst 
the stars, only an eternity of carnage and slaughter, and 
the laughter of thirsting gods. 


INTRODUCTION 


This is not a normal book you hold in your hands. Rather than read- 
ing it in a traditional linear manner, the end of each story section will 
present you with a choice of options which allows you to control the 
direction of the story with the decisions you make. In addition to the 
book itself, you will need a standard six-sided dice, a pencil and a 
copy of the Adventure Sheet. Spare Adventure Sheets can be found at 
the back of the book. 

Quite frequently, you will encounter zombies and other enemies 
who wish to do you harm. When this occurs, you must battle them 
using the rules on the following pages. Along the way, you will find 
weapons and other items to aid you in your adventure and you will 
also be presented with important moral decisions that will determine 
how events play out later in your story. 

When you have completed the book, you can play it again and 
again, each time making different decisions, branching the story in 
new directions. There is also an advanced set of rules at the back of 
the book, should you desire a greater challenge. In this section, you 
will also find a glossary, spare Adventure Sheets and pages for making 
notes and maps as you explore. 

Now prepare to enter the Hive of the Dead... 
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RULI 


To begin your adventure, start at paragraph 1 and follow the instruc- 
tions therein. You'll need a dice, and you should also have a pencil 
handy to record details on the Adventure Sheet at the back of the 
book, and also to record wounds inflicted on enemies. While we have 
provided a number of blank Adventure Sheets at the back of the book, 
feel free to photocopy more for your own use. 


STATISTICS 
Your character — and the enemies you will encounter - have five sta- 
tistics - Weapon Skill (WS), Strength (S), Toughness (T), Wounds 
(W) and Attacks (A). 

WS, S, T and A are used in Combat, while W records how much 
life remains to you. If your W score ever reaches zero, you have been 
defeated. If this happens in combat, you will be told to turn to a 
particular paragraph. If it occurs at any other time, you have unfortu- 
nately died, and your adventure is over. 

Your character also has Purity (P). You may gain or lose Purity for 
various actions during your adventure. Keep track of this, as it may 
have a bearing on events later in the adventure. 


COMBAT 
You will meet many enemies as you navigate Hive of the Dead, and 
to continue your adventure, you will need to defeat them in combat. 
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When you encounter an enemy, you will see details like this: 


Zombie 


Initiative: You 
Saves: Body Armour (5) 
Advanced Rules: None 


Combat consists of a series of Combat Rounds. In each Combat 
Round, the combatant with Initiative gets to fight first, following 
the three steps detailed below. After they have gone through all three 
steps, their opponent gets to fight. 


Roll To Hit 
Roll one dice for each Attack the combatant has, consulting this chart 
to see if their attack hits the enemy: 


To Hit Chart 


A dice roll of equal to or greater than the number shown means that 
their attack has hit, and the enemy is hurt! 


Example: The zombie shown above has WS2, so requires a score of 5 or 6 
to hit. 


Make Saves 

If a combatant has armour or some other property that provides a 
Save, they may use it to try to avoid the damage. Do this by rolling a 
dice - if the score equals or beats the value in brackets, the damage is 
ignored. 


Example: The zombie wears body armour with a save value of 5. For each 
wound suffered, the zombie rolls a dice. On a 5 or 6, the wound is ignored. 


Apply Damage 
The number of wounds caused is multiplied by the Damage (D) of 
the weapon being used, rounded up. 


Example: The Damage of the zombie’s claws is x0.5, so each successful hit 
does 1 Wound, multiplied by 0.5. For a single hit, this equals 0.5 wounds, 
rounded up to 1, so the defender’s Wounds should be reduced by 1. 


Subtract the number of Wounds caused from the defender’s total. If it 
takes them to zero or less, they are dead. 

Once both sides have made their attacks, the Combat Round is 
over, and another begins. The side with Initiative can attack again, 
and so on. 


Multiple Opponents 
Often, you will face multiple opponents. When this occurs, you 
may choose which enemy to target with each of your Attacks. For 
example, if you are facing two zombies, and you have 2 Attacks, 
you may apply one attack to each zombie, or both attacks to one 
of them. 

Whichever side has Initiative gets to make all their attacks before 
their opponents can make any. All combatants on one side make 
attacks before their opponents can make any. 


EQUIPMENT 
You will gather various kinds of Equipment as you advance through 
your adventure. 


Weapons are used in combat - you may use any weapon you cur- 
rently carry, as long as you have ammunition remaining. 
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Ammunition is used in weapons, and each shot reduces the amount 
you have by 1. Remember to mark this on your Adventure Sheet as you 
use it. There are different kinds of ammunition, and each can be used 
only in a particular weapon. When you run out of ammunition for 
a weapon, you cannot use it again until you find more ammunition. 


Other equipment can be carried in your backpack as indicated during 
the adventure. You may find a use for many different items as you 
explore. When your adventure begins, you can carry six items. If you 
already have six items and find another, you must leave something 
behind. Note that anything left behind is lost - you cannot reclaim it, 
even if you return to the same location later in your adventure. 

When you feel you have mastered these rules, there are Advanced 
Rules available at the back of the book to make your adventure more 
difficult. Some areas in the adventure refer to Advanced Rules - but 
you can ignore these if you are not using them. 


ADVENTURE SHEET 


STATISTICS 


* Strength and Toughness 
statistics are only used in 


the Advanced Rules. 


EQUIPMENT 


- 
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You lift your head slowly from the rockcrete floor, blinking open your 
eyes before quickly shutting them again as they are greeted by a harsh 
artificial light. Carefully, you raise your eyelids once more, shielding 
your eyes with one hand while rubbing the back of your head with 
the other. As your vision adjusts to the brightness, you move your 
other hand to feel the welt on the back of your head. Pulling it away, 
you notice that you have dried blood on your fingertips. 

Lifting yourself to your feet, you take in your surroundings. You 
are in a spartan jail cell, a solid wall to the rear of you and metal bars 
on the other three sides. A sleeping roll lies unfurled on the floor 
and a crumpled blanket sits atop it. There is a small pile of rubble in 
the centre of the cell that has fallen from the ceiling, most likely the 
cause of your head wound. Directly in front of you is the cell door. 
Stepping forward, you try to open it - nothing - and that is when 
the stench assaults you. Your shoulders involuntarily thrust forwards 
as your stomach pulls back, issuing forth a torrent of vomit. Wiping 
your mouth - and holding back a second wave of nausea — you scan 
your surroundings for the source of the vile odour. 

Lying on the floor in front of your cell is the corpse of a man in 
military uniform. Just behind him, close to what you assume is the 
main entrance to the cellblock, is another, similarly attired, body. 
You look down at your own clothes to find that you are dressed 
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identically to the corpses, and that is when the realisation hits you: 
you have no recollection of who you are or how you got to be in 
this situation! 

Moving forwards, you shake the door of your cell in the forlorn hope 
that you can somehow break the lock and make good your escape but, 
unsurprisingly, a door that is designed to hold somebody prisoner 
is not easy to open without a key. Scanning your surroundings once 
more, you notice that the body closest to your cell has a bunch of keys 
attached to a loop on its belt as well as a holstered laspistol. If you're 
going to escape your prison then you need those keys. 

Dropping to the floor, you put your arm through the bars of the cell 
and shuffle yourself into a position so that you can reach the items 
on the corpse’s belt. A noise from the cellblock entrance distracts you 
and you recoil in shock as the second body emits a low moan and 
rises slowly to its feet! 


If you want to attempt to remove the keys from 
the dead jailer’s body, turn to 318. 
If you want to go for the laspistol, turn to 127. 


6 
2 
The sewer tunnel runs straight for almost thirty metres before 


abruptly dog-legging. North leads to another sharp turn, East to a 
three-way junction. 


To go North, turn to 276. 
To head East, turn to 63. 
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The key turns with a reassuring click and the door opens to reveal 
what looks like a small storeroom. There is a chest against the back 
wall, which upon opening contains three medi-packs, two power 
packs and a clip for a bolt pistol. Remember to mark any items you take 
on your Adventure Sheet. 

The only other item of furniture in the room is a small table, atop 
which sits some kind of keyboard. Under closer inspection, it appears 
to be a transcribing machine which prints letters corresponding to 
your key presses onto whatever medium you place into the device. 


Experimentally you try a few keys, but without anything for the letters 
to imprint themselves onto, nothing happens. 

Confused as to why such a device would be left here, you leave the 
storeroom and head for the next corridor. 


Turn to 144. 
mI 


Struggling to breathe as the blood fills your lungs, you open your 
eyes to see the Plague Marine standing over you. 

‘You fought with such spirit. You would have been a worthy addi- 
tion to Nurgle’s armies. No matter, you will yet still serve,’ he says, 
though you don’t have time to ponder his last statement as you draw 
your final breath. Its meaning becomes all too apparent moments 
later, though, as your body rises once more and you take your place 
as a footsoldier in Korpharact’s unliving legion. 


Your adventure is at an end. 


4 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the 
map and codebook, turn to 321. 
If you want to let the dead commissar rest in peace 
and do something else instead, turn to 399. 
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Servitor 


Servo Arm * 1x 


Initiative: You 

Saves: Metal Plating (6) 

Advanced Rules: Move to Close Combat after the first Combat 
Round. 


If you defeat the servitor, turn to 224. 
If it beats you, turn to 398. 


é 


Lining up the bottles of promethium along the edge of the glass 
pyramid, you strike a match and then, using the butt of your weapon, 
break one of the big glass panels. Disturbed from their vile act of 
worship, the crowd look up just as you begin to rain fire down upon 
them. 

The first promethium incendiary lands among the cultists, spraying 
flames in all directions and scattering the crowd as they try to avoid 
catching fire. Dry sackcloth robes ignite like kindling, and the phlegmy 
syllables of their debased tongue give way to guttural screams as flesh 
cooks and hair burns. Another bottle hits the floor, barring their exit 
from the improvised shrine and igniting another half-dozen cultists. 
By the time you've depleted your supply of homemade grenades, all 
but a handful of the cultists lie scorched and smouldering. 

Carefully dropping yourself down into the charnel house below, 
you prepare to mop up the survivors. 


Turn to 153. 


You squeeze the trigger once more but come up empty, and no matter 
how many times you keep depressing it, you cannot coax any more 
shots from your weapon. You look on helplessly as the man, still 
running, looks up at you, grim resignation etched across his features. 

For a while it looks as if he’s going to make it past the entire zombie 
horde, even without your covering fire. Then, just as he’s sprinting 
past a pile of prone zombies you felled in your earlier assault, an arm 
reaches out and grabs him by the ankle, causing him to spin violently 
and lose his footing. And then they are upon him, clawing and raking 
at him, fighting each other for a morsel of human flesh. 

Dejected, you continue along the metal walkway, which eventually 
comes to another set of steps that leads back down to the hive city streets. 


Turn to 220. 
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‘Nice shooting, kid,’ the wiry Guardsman says encouragingly as yet 
another of your shots has the desired effect. ‘It's a shame we don’t 
have more time, otherwise I think between us we could take down 
every undead bastard in this Emperor-forsaken hive. But we've got a 
shuttle to catch.’ He stands up from his firing position and snaps off 
his remaining three shots from the hip, in quick succession. Each one 
fells at least two zombies. 

‘Hey, kid. Catch!’ He tosses you a power pack, which you catch just 
in time to prevent it from smacking you in the face. 

‘Thanks.’ 

‘Trust me, you will thank me if you ever have to use that thing. It’s 
a hot-shot power pack. Does twice the damage of a conventional las- 
gun power pack. Hell, a few well-placed shots from one of those and 
you could even stop a Space Marine in its tracks.” He smiles at you, 
evidently pleased at his own bravado. ‘Now get out of here while I bag 
a few more zombies for luck.” He slams another power pack home 
into his lasgun and commences firing again, leaving you to clamber 
out of the sentry tower and back down to the shuttleport. The hot- 
shot power pack can be used in a lasgun, and makes it S6 and D6, 
but only contains 5 shots. Remember to mark it or: your Adventure Sheet. 


Turn to 65. 


(VI0 3H 40 INH 


HIVE OF THE DEAD 


10 


Palms pressing against the cold tiles, you glide your hands over the 
wall searching for a door. You carefully make progress down the 
corridor, until after what you judge to be about six or seven metres, 
your hand comes to rest on the cold metal of a doorframe. You grope 
around in the dark until eventually you find a door handle and qui- 
etly turn it. 


Turn to 327. 


Il 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit 
springs into life much louder than previously but still with its 
familiar hiss. Manipulating the two dials to read 8 and 5 respec- 
tively, you soon resolve a clear signal on what you presume to be 
an Imperial channel. A male voice relays the same three words on 
a five-second loop: ‘Hammerfall. Raven. Epsilon.’ After the message 
plays for the eighth time the vox abruptly cuts out - the power pack 
has been completely drained! Remember to mark the power pack off 
your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 239. 


12 


The last of the cultists succumbs to your assault and cries out the 
word ‘Nurgleth’ as she dies, though you aren’t sure if it’s a death cry 
or some kind of plea to her vile god. 

Searching the corpses, you find a single lasgun in working order 
and two power packs each with 8 shots remaining. Remember to mark 
anything you take on your Adventure Sheet. 

Other than the way you came in, the only exit from the chamber 
is back up onto the gantry and out through the second tunnel. 


Clambering up a rusty ladder, you haul yourself onto the gantry and 
enter the new passageway. 


S D 
Lasgun 3 3 


Turn to 162. 
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Although the coded message initially sounded like gibberish, its 
meaning is crystal clear. 
‘All Imperial forces, retreat to shuttleport, level 97.’ 


Return to the paragraph that sent you here. 


14 


The second zombie spasms and twitches before falling lifeless once 
more on the cold tiled floor. You risk a brief investigation of the 
room in which they were skulking to ensure that no more of their 
ilk will burst out and attack you, before turning vour attention to the 
double doors. 

Your exploratory glance through a narrowly opened door reveals a 
corridor that extends for several metres in a straight line before mak- 
ing a sharp ninety-degree turn to the right. The ever-present blood 
trail also follows the same route. 

Doing your best not to make any noise, you slip through the double 
doors and back yourself up against the tiled wall on the left to place 
yourself further from the apex as you approach the bend in the corri- 
dor. From around the corner you can hear a sound like bone snapping 
and flesh tearing, and as you crane your head to look around the turn, 
you discover that is exactly what the noise is. About ten metres away 
from you, hunched over a body, is a zombie feasting on dead flesh. As 
you position yourself behind the cover of the corner in preparation to 
attack, the zombie’s head flicks round to face you. Its cold, dead eyes 
fix you in a stare while blood dribbles down its jaw, spilling onto the 
tiles below. 


THm-t6 Ts. 
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The small metal door opens easily and you find yourself in an artifi- 
cially lit, white-tiled room. A gurney sits in the centre of the room atop 
which lies a male corpse, dressed in a uniform similar to your own. 
The walls are lined with locked glass cabinets, within which you can 
see all manner of pills and vials. You deduce this must be a med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard- 
issue Imperial Guard medi-pack. Closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want to 
acquire the medi-pack then your only option is to break the glass door. 


If you want to break the glass, turn to 181. 
If you decide the medi-pack isn’t worth the risk and want 
to return to the Command Centre, turn to 358. 


16 


Stopping just short of the end of the hallway, you crane your neck 
around the corner to see if anything lies in wait for you. You are look- — 
ing down an identical hallway to the one you are currently standing in, 
with the exception that one of the lume strips is faulty and flashes on 
and off at irregular intervals, temporarily bathing the middle section of 
the hallway in darkness. You step fully into the new hallway, progressing 
cautiously, swinging your head from side to side to ensure that nothing 
bursts forth from one of the doors and takes you by surprise. Each door 
has a name plate affixed to it, and after you pass the Balthazar and Sturm 
residences you wonder if either of them is still alive or whether their 
reanimated corpses await you round the next bend. 

As you move through the centre section of the hallway, the faulty 
lume strip cuts out, and as you stand there in the sudden darkness, 
you hear the sound of growling coming from somewhere. Simulta- 
neously, the light flicks back into life and the round window in the 
wall next to you explodes out in a shower of glass, ejecting something 
dark and furry into the hallway. As you back away, the dark shape 
lifts itself up off the floor and growls at you through its bared, sharp 
fangs, blood and saliva dripping from its jaws. An emaciated zombie 
dog stands before you, taut and ready to pounce. 


To run down the corridor towards the next bend, turn to 185. 
To stand and fight, turn to 226. 


HIVE OF THE DEAD 


HIVE OF THE DEAD 


14 


Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and setting 
that too ablaze. On yet another screen, what appear to be Imperial 
Guardsmen stationed behind a barricade loose off a volley of shots 
into a tide of zombies. Though scores of the undead fall to each bar- 
rage of las-fire, the press of reanimated corpses pushes inexorably on 
and, although you are relieved to know that you're not the only sur- 
vivor of this horror, you wonder how long the others will be able to 
hold out. The only clue to the Guardsmen’s location is the wreck of 
some kind of aerial craft that forms part of their barricade. Have they 
crash-landed somewhere in the city? Are they at a shuttleport? The 
answer lies somewhere beyond the Command Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 378. 
If you decide to leave it where it is, turn to 178. 


13 


The sewer tunnel runs straight for almost a hundred metres before 
coming to another three-way junction. The route North looks as if 
it turns sharply to the West, but the light seems to be poorer in that 
direction. The way South leads you to another three-way junction. To 
the West is what appears to be a four-way junction. 


To take the North tunnel, turn <o 270. 
To take the West tunnel, turn to 135. 
To take the South tunnel, turn to 282. 


I9 


Despite being in a place of worship, the Emperor's holy light does 
not shine down on you today. You have not even fully relinquished 
your grip on life before you feel yourself becoming the next course 
of a zombie’s feast. 


Your adventure is at an end. 
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As the fifth cultist drops lifelessly to the ground, the pressure in the 
room begins to build and a buzzing noise fills the air. The two cult- 
ists engaged in hand-to-hand combat with Petchra and Claudus start 
to convulse and drop to all fours, screaming and baying. A look of 
incomprehension passes between you and your mutant allies as the 
two Chaos worshippers begin to metamorphose right before your eyes. 

With a tearing of robes and flesh, the bodies of both cultists begin 
to swell and necrotise, and a rank stench permeates the already foul- 
smelling air. With a giggle that sounds as if it’s being translated by 
a foetid swamp, the newly transformed cultists stand before you as 
repugnant, squat monstrosities replete with lethal claws and mal- 
formed horns atop their bloated heads. 

Claudus reacts first and moves to strike one of them, but is flung back 
hard against the chamber wall for his troubles. You raise your weapon 
to advance upon the abominations, but Petchra steps between you 
and the creatures. 

‘Take Claudus and get out of here now!’ she screams at you. 

‘But you'll-’ 

Your protest is curtailed by Petchra removing the grime-encrusted 
bandana from her head, and in that instant two questions are 
answered: how she plans to battle two denizens of the daemonic 
realm and how she’s been able to move so freely through the sewers 
despite her lack of sight. Directly in the centre of her forehead sits 
a third eye granting her psychic powers beyond those of a normal 
human, beyond those of even a ‘normal’ mutant. Petchra has the 
witch-sight — she is touched by the warp, and how she uses these 
powers over the next few minutes is likely to determine your fate. 

‘Go!’ she cries, and you don’t need telling twice. Sprinting over to 
where Claudus is only just recovering his bearings, you help the hulk- 
ing mutant to his feet and usher him towards the metal ladder that 
leads up towards the gantry and an exit on the opposite side of the 
chamber from where you entered. As Claudus begins to climb the 
rungs, a crackle of psychic energy followed by an ungodly scream fills 
the room. Turning, you see one of the conjured monsters sprawled 
across the chamber floor, its pustulant flesh bubbling and roiling as a 
result of Petchra’s aetheric attack. 

You follow Claudus up onto the gantry, where he staggers towards 
the tunnel that you hope will be your means of escape, but once again 
you turn in reaction to a scream from the chamber floor, though this 
time it is Petchra rather than one of the beasts. The sickening giggling 


strikes up again as the two daemons advance upon the now-prone 
mutant. Their claws poised to rend flesh from her bones, you realise 
that she'll be dead in moments unless you act quickly. 

Leaping from the gantry, you land on the back of one of the beasts 
and hang on for grim death. The creature begins to buck and thrash, 
but you grip its horn even tighter as it thrusts itself back against the 
wall, smashing you into the stonework. 

Mark off 1 Wound on your Adventure Sheet. 

With their attention diverted, Petchra seizes her opportunity and 
allows the psychic energy to pool around her. Battered and bloody, 
you finally relinquish your grip on the daemon’s horn just as Petchra 
uses her powers to impel one final order directly into your mind: 
++Run!++ 

Scrambling back up onto the metal gantry, your ears and nos- 
trils begin to trickle blood as the pressure from the psychic energy 
reaches levels beyond the limits of humanity. You race down the 
escape tunnel, chased by the unholy screeching of the monsters as 
Petchra breaches the very fabric of reality and tears a rent in the warp. 
Immense gravitic forces pull at you, trying to draw you back into the 
chamber and suck you into the aether, but just as feel yourself sliding 
towards the reality hole, one of Claudus’s strong arms reaches out 
and grabs you. Held there, caught between the draw of the warp and 
the desperate grip of a mutant, you wonder if there is any escape from 
this hopeless situation. 

And that’s when the explosion occurs. 

With a sound like a hundred simultaneous thunderclaps, the force 
that had been dragging you back suddenly changes direction, lift- 
ing you from the floor and propelling you down the tunnel. Even 
Claudus’s bulk is raised up and thrown heaclong away from the 
psychic blast. Behind you, the sewer tunnel begins to collapse, 
stonework tumbling to the floor and sending a plume of dust along 
behind you. 

Helping each other to your feet, you and Claudus start to run down 
the tunnel and away from the falling masonry. Gradually, the pace of 
the collapse lessens until you’re both left standing in a half-collapsed 
tunnel recovering your breath and trying to make some sense of what 
just happened. It’s many minutes before either of you is able to speak, 
and your enquiry about Claudus’s wellbeing is met with gentle sob- 
bing. Patting him sympathetically on the back, you allow him some 
time on his own and hobble slowly down the tunnel. 


Turn to 376. 
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With guile akin to that of a pickpocket, you very cautiously begin to 
slide the lasgun from out of the dead Guardsman’s hand, all the while 
expecting his eyes to flick open or a hand to reach up and grab you. 
Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 
S D 
Lasgun 3 3 


Turn to 384. 


22 

The jump to the rooftop on your left could almost be described as 
easy, and you land firmly on both your feet without the need to per- 
form another forward roll. Your delight is fleeting, though, as you 
realise that the leap to the next roof is perilous and the roof you're 
currently on is so small that you won't be able to build up much 
speed before launching yourself off it. Without any way down to the 
ground or access to the building you're standing upon, there is noth- 
ing you can do except attempt the jump. 

Taking only seven or eight big strides, you thrust yourself off the 
end of the roof and... 


Turn to 335. 


2e 


Fused Mass of Zombies 


Claws * x05 
Initiative: You 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat this vile creature, turn to 204. 
If it is victorious, turn to 264. 
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Unlike when you entered the cathedral, the piazza is now starting 
to fill with zombies, and the reeking horde all turn to stare in your 
direction upon hearing the mechanical clank of the servitor. As one 
they all begin to shamble in your direction, and you are forced to 
quickly assess the situation. 

The sewers are no longer a viable option due to the dozen or so 
undead that stand listlessly around the manhole cover. The bulk of 
the zombies are blocking access to the building you assumed to be 
a medical facility, but the hab block looks like 2 safer option as the 
relatively few zombies that bar your route are almost at the cathedral 
steps. If only you had some way of distracting them for long enough 
to make a dash for the hab block entrance... 

Starting off at a pelt down the steps, the servizor makes to follow 
you. ‘Master?’ it says, as if demanding orders. 

‘Stay where you are,’ you call back to it, all the while making progress 
in the direction of the hab block. 

‘Master?’ it says again, and this time you could swear that there was 
an emotional lilt lurking at the edges of the monotone. 

Risking a glance back over your shoulder, you only just make out 
the servitor in among the scores of zombies that have made their way 
up the steps and are now surrounding him. 

‘Master?’ he calls once again, louder now as the first zombie plants 
both hands on him. ‘Master?’ he calls again, loucer, as more necrotic 
hands begin to drag him down. 

Now at the entrance to the hab block, you look up once more to see 
that every square centimetre of the steps is now obscured by the swell 
of reanimated corpses, fighting each other in an attempt to get at the 
part-flesh, part-metal servitor. The door handle turns easily in your 
hands and as you make your way into the comparative safety of the 
hab block, the last thing you hear from the piazza is a futile ‘Mast—?’ 
followed by the sickening tear of a head being separated from its neck. 

Lose 2 Purity points. 


Turn to 118. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you — Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 99. 
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The daemon lifts the Sentinel from the ground and, holding it high 
in the air above its head, throws it at the rapidly retreating shuttle, 
catching it with a glancing blow across one of its engines. The pilot 
is unable to control the craft and it crashes nose-first into the landing 
platform. 

As you lie there, your mangled body enmeshed with the wreckage 
of the Sentinel, there’s absolutely nothing you can do as the explod- 
ing fuel from the shuttle’s tanks envelops you in flame. 


Your adventure is at an end. 


26 


Regretting not taking your chances against the cultists, you drop to 
your knees clutching your ruined throat. As you feel the zombies’ 
teeth beginning to take chunks out of you, you try to scream but all 
you can manage is a wet, bloody gurgle that persists until the life 
flows out of you. 


- Your adventure is at an end. 


2% 


Wading into the tunnel ahead of you, the current of the water takes 
you by surprise and you are carried away down the sewer until, after 
several seconds, your footing gives way and you are dragged down 
the tunnel on your back. With no handholds to arrest your descent, 
you pick up speed and just when you think you've achieved terminal 
velocity, the tunnel spits you out, crashing you against a sewer wall. 

Mark off 1 Wound on your Adventure Sheet. 

Dazed, you sit in a puddle of brackish water contemplating your 
next move, when the tell-tale moan of the undead echoes along the 
sewer pipe. Struggling to your feet, you turn to face the pair of zom- 
bies advancing on you. 


Turn to 258. 


You've only taken a couple of steps towards the door when the sound 
of undead moaning becomes audible. It’s not too late to change your 
mind about opening it. 


To open the door regardless of the zombies 
lying in wait, turn to 189. 
To leave the corridor via the double doors instead, turn to 333. 


30 


The cellar door lifts easily and, after carefully closing it behind you, 
you are able to clamber down a set of metal ladclers into the darkness 
below. You land with a gentle splash on what feels to be a solid floor 
and stand there motionless, waiting for your eyes to adjust to the 
gloom. Moments later you hear an almighty crash as your barricade 
yields to the crush of decomposing bodies, and the undead pour into 
the room above with the padding of footfalls. 

Barely daring to breathe, you remain motionless for what seems 
like an age before, confident that the zombies lack the intellect to find 
and then operate the cellar door, you stealthily explore your environs. 
You fumble around in the dark, feeling more of the same packing 
boxes that were in the room above. Each step you make is followed 
by the sound of splashing water, as if the entire cellar floor is covered 
in a couple of centimetres of liquid. There is a faint odour in the 
room, though it is different to the stench of death that permeates the 
city above. Following your nose, you discover that the source of the 
smell, as well as the water on the floor, is what looks to be a medium- 
sized grate set in the bottom of the cellar’s back wall. Although it is 
dark, you can feel that the grate would be just about big enough for 
you to fit through. 


To open one of the packing boxes to see what it 
contains, turn to 191. 
To remove the grate, turn to 2.65. 
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The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 103. 


32 


There is an awkward pause, during which time nobody raises their 
hand. 

‘It would appear that you've also forgotten what men of Cadia 
are made of as well as your name,’ the colonel says, addressing you 
directly. ‘You shall have the privilege of staying back and helping your 
fellow Guardsmen escape.’ 

Lose 1 Purity point for your cowardice. 

‘Those of you staying back to fight the rearguard, wait here and see 
Captain Lostromo, who'll distribute extra ammunition. The rest of 
you, take up your firing positions and be ready to move when those 
shuttles land.’ 

The gathering breaks up and after he has finished handing out spare 
ammo, Lostromo walks past you as if in a daze. You can’t help but 
notice that his eyes are bloodshot, the white almost entirely usurped 
by crimson blood vessels. 

‘Sir, are you sure you're all right?’ you ask. 

‘I've already told you I’m fine,’ he snarls before breaking out into 
a hacking cough. You make to move towards him but he rounds on 
you, and for the next few seconds stands there staring intently at you. 
His gaze is only broken when Krassek calls out to him and he makes 
his way to the colonel’s side, coughing as he goes. 

Just as you're deciding whether to mention something to the colo- 
nel about Captain Lostromo’s condition, a cry comes up from the 
main gate. The enemy has been sighted and the zombies are breaking 
through! 


If you reinforced the barricades, turn to 190. 
If you patrolled the freight tunnels, turn to 291. 
If you thinned out the zombie numbers 
at the main gate, turn to 347. 


Zombie Jailer 


Initiative: You 
Saves: None 
Advanced Rules: Skip Ranged Combat. 


If you defeat the zombie jailer, turn to 290. 
If you lose the combat, turn to 199. 


bl 


Despite having previously overcome greater odds than this, all it took 
was a single zombie to get the better of you. 


Your adventure is at an end. 
> Vd 
3D 


With a resounding creak, the lever gives way to open the large hatch 
in the wall above. A torrent of water spills forth and before you have 
chance to react properly, the water is already at chest height and rising 
rapidly. Allowing yourself to be carried upwards by the rising water 
level, your speed of ascent can be measured in metres per second 
such is the volume of water being expelled into the chamber. With 
the chamber half-full of liquid, you reach out for the lever set into 
the wall but miss completely as you float upwards, and it disappears 
out of reach below the encroaching water. Suddenly the roof of the 
chamber looms large and the rising water level throws you against it 
with such force that you hear bones break. Dazed, you begin to drop 
like a rock through the water and, by the Emperor's grace, you are 
dead before your corpse hits the bottom. 


Your adventure is at an end. 
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With an ominous creak, the trapdoor swings open to reveal metal 
steps that descend down towards a door at the bottom. Combat 
boots clanging on the stairs, you grip your weapon tightly and care- 
fully push open the door. A smell like rotting meat and vegetation 
wafts out, which, after the smell of smoke and decomposing flesh, 
bizarrely comes as a welcome relief. You move into the building to 
try to determine the source of this new odour. 

You step out onto a metal gantry suspended high above banks and 
banks of conveyer belts, incinerators and massive industrial crush- 
ing machines. All of the machines lie dormant and are bathed in 
light streaming in through huge windows from high up on all four 
immense walls. You're in a waste processing plant where all of the 
refuse from this level of the hive, possibly even the entire hive, comes 
to be destroyed, recycled or repurposed. 

From this height, you can make out the occasional roaming zom- 
bie shifting aimlessly between the rows of machines, and packs of 
rats scurrying over the piles of unattended garbage. You watch as one 
zombie approaches a man-high pile of food waste and, as the scores 
of rats scatter, reaches down and catches one of the scurrying rodents 
before chomping down into it. 

Repulsed, you quietly manoeuvre your way along the gantry looking 
for an exit. After walking its entire length, your hopes of finding an 
exit at this level are dashed and you are forced to consider alternatives 
at ground level. Only a single set of steps lead down from the walkway 
to the floor of the waste processing plant, and the nearest exit is only 
twenty metres away from the bottom of the stairs. There are several 
zombies shambling around that area, though. 

The other viable exit is three times as far away but the route is rela- 
tively free of zombies, although a lone roamer shuffles around right 
next to the door. 


To head for the nearest exit, turn to 222. 
To head for the door further away, turn to 299. 
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Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and 
setting that too ablaze. On yet another screen, what appear to be 
Imperial Guardsmen stationed behind a barricade loose off a volley 
of shots into a tide of zombies. Though scores of the undead fall to 
each barrage of las-fire, the press of reanimated corpses pushes inex- 
orably on and, although you are relieved to know that you're not 
the only survivor of this horror, you wonder how long the others 
will be able to hold out. The only clue to the Guardsmen’s location 
is the wreck of some kind of aerial craft that forms part of their bar- 
ricade. Have they crash-landed somewhere in the city? Are they at 
a shuttleport? The answer lies somewhere beyond the Command 
Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 166. 
If you decide to leave it where it is, turn to 231. 


STI 


Captain Lostromo is deep in conversation with Colonel Krassek as 
you approach the Salamander command vehicle. Although the cap- 
tain’s neck wound has stopped bleeding, the skin surrounding the 
gouge has taken on a grey aspect and he is sweating profusely. 

More and more Cadian Guardsmen begin to congregate around the 
open-topped personnel carrier as the colonel climbs atop the hull to 
deliver his orders. 

‘Brave men of Cadia, this is to be the final battle we'll fight here at 
Hive Septus. Three shuttles have just broken orbit and are currently 
en-route to our position.’ The hundred or so assembled Guardsmen 
cheer. ‘However, reports have also reached me that the Archenemy 
forces have breached the hive and will reach the shuttleport before 
our means of escape. This means that we have to hold off whatever 
forces the Ruinous Powers are throwing at us until all three shuttles 
are able to land and take off again. Myself and Captain Lostromo will 
be on board the last shuttle but we need volunteers who'll fight the 
rearguard with us and buy their comrades time *o get away on the first 
two shuttles. Who’s with us?’ 

Slowly, hands begin to rise until about thirty arms are in the air. 

‘That’s not enough. I need one more volunteer.’ 


To raise your arm, turn to 262. 
To put your own safety first, turn to 111. 


39 


Heading back out onto the streets, you notice that the smoke is clear- 
ing, thanks perhaps to the fires slowly beginning to burn themselves 
out. Your efforts with the heavy bolter seem to have cleared this sec- 
tion of the city of zombies for the time being, but it won't be long 
before more roamers find their way here, possibly in greater numbers. 

The street you are on runs left to right, with an intersection opposite 
that leads back to the hole in the wall of the hive city and the Com- 
mand Centre. 


If you want to go left, turn to 367. 
If you want to head right, turn to 234. 
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Feet-first, you gather pace as you slide on your back down the right- 
hand tunnel. The further you go along the tunnel, the sharper the 
incline becomes, until it feels like you’re descending almost verti- 
cally. Just as you're expecting to be ejected from the tunnel and 
land against something solid, the gradient begins to ease and, after 
travelling for what must be at least a couple of kilometres, you gen- 
tly emerge from the tunnel and come to rest in a new passageway. 
You've not even had time to get your bearings when a scarily familiar 
moan echoes from somewhere further down the corridor. Listening 
carefully, you can make out the sound of a single set of footsteps, 
but as the zombie gets closer you're confused as the silhouette sug- 
gests that two of the things are heading towards you. It’s not until it’s 
almost upon you that you realise that this is another mutant zombie, 
one with four arms! 


Tim to 357. 


Al 


Raising your weapon, you take aim at a zombie that is just about to 
reach out and claw your fellow survivor. You squeeze the trigger and, 
almost instantaneously, the reanimated corpse’s head evaporates 
in a mist of blood and viscera. Its headless body staggers on for a 
few steps, arms outstretched before it before pitching forwards into 
a mass of undead and knocking them over like pins in a children’s 
game. 

The blond-haired man weaves his way through the press of decom- 
posing flesh and rotting bones, and you continue to remove obstacles 
from his path. Another zombie goes down, tumbling into the sham- 
bling monstrosity beside it and setting off a chain reaction of dropping 
undead that culminates in half a dozen falling into the fountain with 
a loud splash. More zombies go down under your barrage of small- 
arms fire, and with the man still running and as yet unscathed, it 
looks as if he stands a good chance of making it through. 

Mark off 15 shots from the ammo total on your Adventure Sheet. 


If you don’t have 15 shots left, or if you’ve now 
run out of ammo, turn to 8. 
Otherwise, turn to 96. 


A2 


The shuttle begins to rise from the landing platform and, at the 
last possible moment, you manage to jump onto one of the slowly 
retracting boarding ramps. As the shuttle door slams shut behind 
you, the craft accelerates away into the night sky and you slump to 
the floor in complete exhaustion. 

All around you, the faces of your fellow survivers tell the tale of the 
horrors they witnessed in the rapidly disappearing hive below them, 
and almost to a man they wear the same vacant stare. No matter how 
many battlefields they find themselves upon in the future, no matter 
what atrocities they might see in years to come, their experiences in 
Hive Septus will never be forgotten, never be erased. 

Unlike Devan Trantor, or, at least, the Devan Trantor who once 
was. He may be the sole survivor of the Cadian 616th, but whether it 
was through cowardice, bravery or sheer blind luck is irrelevant: the 
Devan Trantor that leaves Subiaco Diablo is a hero of the Imperium. 

The future is unwritten. The future is whatever you want it to be. 


Congratulations. Your adventure is at an end. 


43 


The manhole cover lifts away with no small amount of effort on your 
part, and you are forced to cover your mouth and nose as the most 
unholy stench wafts up from out of the dark shaft below. Taking sev- 
eral deep breaths, you clamber down the ladders set against the wall 
of the sewer shaft and enter the undercity. 


Turn to 122. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you - Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 353. 
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As you fall to the ground clutching at your grievous wounds, you feel 
undead hands begin to tear at your flesh. With your grip on conscious- 
ness slipping, you can’t help but feel gratitude that the darkness of 
the corridor is at least obscuring the horrors being inflicted upon you. 


Your adventure is at an end. 


AG 


Though you're already fatally wounded, more and more of the 
undead horde join Lostromo’s assault. As you are dragged to the 
ground under the weight of so much necrotising flesh, the sound of 
your screams is drowned out by the noise of the shuttle’s engines as 
it takes off, carrying your fellow Cadians to safety. 


Your adventure is at an end. 


AG 


You make your way up the stairs and emerge into another hallway 
similar to those you've already passed through. As you approach the 
bend, the by-now-familiar moan of the undead sounds from around 
the corner. Readying your weapon, you throw yourself out into the 
corridor and prepare to attack. 


Turn to 336. 


AS 


The sewer tunnel leads on for another fifty metres before coming to 
a bend. 


To go North, turn to 282. 
To go West, turn to 380. 


AD 


As the zombie Guardsman claws away at you and you relinquish 
your grip on life, you realise that soon you will take your place 
among the ranks of the undead. 


Your adventure is at an end. 


a0) 


Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet — but 
your satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 139. 
If the Guardsman defeats you, turn to 49. 
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A near-fatal blow lands upon you, sending you backwards into the 
underground reservoir with a loud splash. You're so near to death, 
you don’t even have the strength to try to struggle against the current. 
Fortunately for you, your lungs have filled with water and starved 
your brain of oxygen before your body gets mangled between the 
blades of the giant propeller. 


Your adventure is at an end. 


You are in another hallway that terminates in a flight of stairs, allow- 
ing you access to the next floor. As you advance guardedly down the 
hall you notice that, as with the previous hallway, one of the doors 
is ajar. You move nearer to inspect further but as you get closer it 
becomes apparent that there is somebody already inside. 


If you want to enter the hab unit, turn to 232. 
If you want to sneak past and head up to the next 
level instead, turn to 396. 


od 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 343. 
If you want to let the dead commissar rest in peace and do some- 
thing else instead, turn to 186. 


ol 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantlv, the vox-unit springs 
into life much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out — the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 294. 
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‘T'll patrol the freight tunnels,’ you answer. 

‘I don’t have any other men to spare for that duty, so you'll have to 
patrol on your own. However, I can spare some better firepower than 
a simple lasgun. Come with me and I'll issue you with a flamer.’ 

Lostromo begins to pick his way across the platform, weaving 
among the prone forms of Guardsmen towards a small stack of metal 
crates. He’s almost there when a nearby Guardsman, who you'd pre- 
sumed to be either unconscious or sleeping, rises suddenly from the 
floor, now a zombie, and makes a grab for the captain. Lostromo 
pitches backwards and, with the undead Guardsman pinned firmly 
on top of him, struggles to reach the laspistol holstered by his side. 
He lets out a scream as the reanimated corpse clamps its teeth down 
on his neck, but by this point you've gathered your wits and, raising 
your weapon, take the zombie’s head clean off its shoulders. 

Lostromo pushes the decapitated cadaver off himself and struggles 
to his feet, rubbing at the gouge on his neck. Several nearby Guards- 
men rush over after hearing the commotion but the captain shoos 
them away, telling them that he’s fine and that it’s nothing more than 
a flesh wound. 

‘You should probably have a medic check that out, sir,” you advise 
him as he hands you the flamer and a spare promethium tank - 
remember to mark them on your Adventure Sheet. 

‘I’m fine, not that it’s any of your damned business, trooper!’ he 
snaps at you. ‘Now get into those freight tunnels before | change my 
mind and send you on patrol back out on the streets of the hive city.’ 

Leaving you to strap on the flamer, Lostromo returns to the colo- 
nel’s position, barking orders at Guardsmen along the way. 


: > Se 


Flamer 4 3 


Fire: Any opponent who takes one or more Wounds from the flamer 
is set on fire and takes an additional wound in each Combat Round. 


Turn to 100. 


6 Zombies 


Initiative: You 

Saves: None 

Advanced Rules: After 3 rounds of Ranged Combat, enter Close 
Combat 


If you defeat all six undead, turn to 142. 
Should you fall to the zombies, turn to 324. 


QVI0 JH 40 JAH 


HIVE OF THE DEAD 


é 


wr 


The small metal door opens easily and you find yourself in an arti- 
ficially lit, white-tiled room. A gurney sits in the centre of the room 
atop which lies a male corpse, also dressed in a uniform similar to 
your own. The walls are lined with locked glass cabinets, within 
which you can see all manner of pills and vials. You deduce this must 
be a med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard- 
issue Imperial Guard medi-pack. Closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want 
to acquire the medi-pack then your only option is to break the glass 
door. 


If you want to break the glass, turn to 372. 
If you decide the medi-pack isn’t worth the risk and want 
to return to the Command Centre, turn to 231. 


7 Cultists 


Initiative: You 

Saves: None 

Advanced Rules: After two rounds of Ranged Combat, enter Close 
Combat 


If you eliminate the insidious cultists, turn to 12. 
If you are killed, turn to 223 
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You make your way down the dimly lit corridor, slowing your pace 
every few metres to see if you can pick up the sounds of the undead. 
Thankfully, for now at least, the mortuary is as quiet as the grave. 

Reaching the door near the end of the corridor, you slowly turn the 
handle and push it open just enough to be able to see into the room 
beyond. The emergency lighting in the room is faulty and its rhythmic 
flickering causes a strobe-like effect, making it difficult to determine 
what, if anything, is inside. You push the door open further and lean 
in to get a better look, when, suddenly, one of the walking dead grabs 
you by the shoulder and hauls you to the floor. 

Landing in a roll, you quickly spring to your feet and realise that 
youre in some kind of cold-storage unit for dead bodies. Gurneys, 
most of them empty, sit against the walls while three of their former 
occupants stand between you and the only door in or out of the room. 


Turn to 322. 


60 


Involuntarily, you fall to your knees in supplication. Beside you, the sur- 
viving Cadians do the same, the only exception being Colonel Krassek, 
who draws his bolt pistol in defiance. The living eye on Korpharact’s 
bolter focuses on the colonel and with a wet thud fires a shell that looks 
as if it’s made of solidified flesh, eviscerating him where he stands. 

Your new master moves among his converts, anointing you all with 
his decaying touch. As you feel your organs and flesh begin to putrefy 
and rot, all thoughts of who you might once have been are cast aside 
as you are fashioned anew as a servant of blessed Nurgle. 


Your adventure is at an end. 
. 
Gl 


The second zombie’s head evaporates into a red mist and its decapi- 
tated body slumps to its knees before crashing onto the marble 
flagstones of the cathedral floor. Wiping away some of the gore and 
viscera that coats your uniform, you approach the corpse of the 
preacher. The man is obviously dead, but there may be something of 
use to you on the body. 


You are just about to pull away the tattered remnants of his cas- 
sock when a high-pitched mechanical whine sounds from over your 
shoulder. You turn to find yourself confronted by a servitor — part- 
man, part machine, constructed by the Adeptus Mechanicus usually 
to serve a specific function. 

‘Leave. Master. Alone,’ it barks in harsh monotone, raising a vicious 
mechanical arm at you to reinforce its point. 


To attempt to reason with the servitor, turn to 377. 
To attack the servitor, turn to 6. 


G2 


Opting for the street branching to the right, you break into a sprint 
only to hear the scraping of claws grow more rapid and get louder. 
As your lungs begin to burn in protest at the twin abuses of physical 
exertion and breathing in filthy air, you come to another fork in the 
road. 


To go left, turn to 263. 
To take the street on the right, turn to 88. 


Ge 


Ignoring the cold, stinking water seeping through your combat 
fatigues and soaking your legs, you head along a short tunnel that 
brings you out into another three-way junction. The way North 
brings you out in a four-way junction, East to a three-way junction 
and the West exit runs for thirty or so metres before making an 
abrupt turn Northwards. 


To take the North tunnel, turn to 198. 
To go East, turn to 104. 
To take the West exit, turn to 2. 
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Relying once more on your sense of touch, you edge further down the 
corridor in the direction of what you hope will be a way out. You've 
moved no more than a metre when a low moan echoes down the 
corridor. You freeze, trying to identify where the sound came from 
when another moan sounds, as if in answer to the initial noise. Then 
another, and another like some kind of unholy chorus. 

Rooted to the spot, you wonder why they haven't attacked you yet 
when it strikes you that just as you can’t see them, they can’t see you, 
and must also relying on sound to locate you. What do you want to do? 


To attack the zombies while you have the initiative, turn to 249. 
To quietly carry on sneaking down the corridor and 
hope that they don’t hear you, turn to 86. 
To make a run for what you hope are the double doors at the end 
of the corridor before the zombies can react, turn to 278. 


65 


Captain Lostromo is deep in conversation with Colonel Krassek as 
you approach the Salamander command vehicle. Although the cap- 
tain’s neck wound has stopped bleeding, the skin surrounding the 
gouge has taken on a grey aspect and he is sweating profusely. 

More and more Cadian Guardsmen begin to congregate around the 
open-topped personnel carrier as the colonel climbs atop the hull to 
deliver his orders. 

‘Brave men of Cadia, this is to be the final battle we'll fight here at 
Hive Septus. Three shuttles have just broken orbit and are currently 
en-route to our position.’ The hundred or so assembled Guardsmen 
cheer. ‘However, reports have also reached me that the Archenemy 
forces have breached the hive and will reach the shuttleport before 
our means of escape arrives. This means that we have to hold off 
whatever forces the Ruinous Powers are throwing at us until all three 
shuttles are able to land and take off again. Myself and Captain Los- 
tromo will be on board the last shuttle but we need volunteers who'll 
fight the rearguard with us and buy their comrades time to get away 
on the first two shuttles. Who’s with us?’ 

Slowly, hands begin to rise until about thirty arms are in the air. 

‘That's not enough. I need one more volunteer.’ 


To raise your arm, turn to 355. 
To put your own safety first, turn to 32. 


66 
Perhaps opening the door and evading the zombies would have been 


the better choice. Too late comes the realisation, though, as the undead 
overwhelm you and make you the latest recruit to their unliving army. 


Your adventure is at an enc. 


OF 


With guile akin to that of a pickpocket, you very cautiously begin to 
slide the lasgun from out of the dead Guardsman’s hand, all the while 
expecting his eyes to flick open or a hand to reach up and grab you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 3 


Turn to 99. 


68 


The second lever is jammed firm, but with a supreme effort you even- 
tually manage to dislodge the conglomeration of rust and with an 
ear-splitting creak pull open the large hatch up above you. Instantly 
the chamber begins to fill, with the water cascading down from the 
large hole in the wall above, but rather than filling too quickly, the 
small aperture you opened previously acts as a drain and the water 
level rises at a pace you can happily float up with. Swimming over to 
the wall opposite the water’s source, you position yourself below the 
third lever and begin pulling at it as soon as it comes into reach. After 
giving it several forceful tugs it still hasn’t budged, and with the water 
level rising your efforts become more and more frantic. With the ris- 
ing sewage threatening to inundate you, the lever finally gives a little 
and the sound of metal scraping across stone rings out from above. 
Glancing upwards, you see that the hatch has only half-opened. 


To stop pulling at the lever and float up to the 
half-open hatch, turn to 334. 
To try to open the hatch fully, turn to 79. 
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3 Zombies 


Initiative: You 
Saves: None 


Advanced Rules: After the second Combat Round, move to Close 
Combat 


If you defeat the zombies, turn to 385. 
If you lose, turn to 346. 


40 


The scene that greets you after you've climbed up the sentry tower at 
the main entrance to the shuttleport is about as bad as you've seen 
since you awoke in your prison cell. Hundreds, possibly thousands, 
of zombies have congregated on the other side of the gate, and 
their sheer weight of numbers threatens to collapse it and allow the 
undead horde free access to the warm bodies that lie within. Four 
Guardsmen are positioned at intervals along the tower’s front wall 
and every few seconds one of them squeezes off a well-placed shot, 
felling multiple zombies with every press of the trigger. One of the 
Guardsmen, a small, wiry type, sends three zombies to the ground 
with a single shot before looking in your direction and eyeing you 
up and down. 

‘Look, boys!’ he says, laughing. ‘Fresh meat.’ 

The other three Guardsmen respond with grim laughter of their 
own but don’t allow themselves to be distracted from the job in hand. 
The wiry Guardsman looses off another shot, his time only taking 
down a pair of zombies. 

‘Well don’t just stand there, make yourself useful,’ he snarls, remov- 
ing the power pack from his lasgun and replacing it with a fresh one. 
Spent power packs carpet the floor of the sentry tower and you esti- 
mate that at their current rate of fire these four men must have been 
up here for hours taking potshots at the living dead. Moving into 
position alongside him, you raise your rifle and take aim at one of the 
zombies down below. Gauging your shot perfectly, the beam from 
your lasgun strikes it right between the eyes, disintegrating the head 
in a puff of crimson mist. Pleased with yourself, you take aim at your 
next target and are just about to apply pressure to the firing stud when 
you feel somebody shove you hard in the ribs. 

‘What the hell do you think you're doing?’ the wiry Guardsman 
challenges you. ‘Do you think we've got an endless supply of power 
packs? Make sure each shot takes out two or three at a time, otherwise 
they'll overwhelm us in minutes.’ 

Taking his advice, you wait for one zombie to move in front of 
another before firing again, and both of them are missing heads by 
the time their cadavers hit the floor. 

‘That's more like it,’ your new friend says without even looking up 
at you and felling four of the undead with a single las-round. 


Turn to 328. 
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2 Zombies 


Initiative: You 

Saves: None 

Advanced Rules: After the second Combat Round, move to Close 
Combat 


If you defeat your attackers, turn to 161. 
If you succumb to your foes, turn to 382. 


C2 
You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 178. 


3 


The last zombie’s head parts company with its shoulders, and you 
slump back against the corridor wall to recover from your exertions 
and get your bearings. 

This corridor is identical to the previous one, even down to the 
blood-smear trail that runs the entire length and disappears under 
the double doors at the far end. The door on the right-hand side is 
already slightly ajar, but one further down the corridor on the left 
appears to be shut tight. 

What do you want to do? 


To open the door on the right, turn to 394. 
To move along the corridor and open the door on the 
left, turn to 340. 
To exit the corridor via the double doors 
at the end, turn to 98. 


2-Headed Zombie 


Initiative: You 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the undead mutant, turn to 380. 
If two heads prove to be better than one 
in this instance, turn to 156. 
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On your guard in case there were more than six zombies taking 
refuge with the commercia unit, you go in with your weapon 
primed. You point your gun this way and that, but soon lower 
it when you realise that you are the only person, living or dead, 
present. 

Looking around, you find it difficult to fathom why the zombies 
would have sought refuge in this of all the commercia units, as you're 
sure their tastes are purely carnivorous and this appears to be nothing 
more than a patisserie. 

Shrugging your shoulders, you return to the street. 


To continue right, turn to 246. 
To turn around and go left, turn to 356. 


Dragging the first crate from its resting place at the mouth of the 
tunnel, you push it into position between the two Chimeras that 
form the main element of the impromptu barricade. Just as you 
finish doing the same with the second crate, Trooper Kabba, the 
driver of the Chimera that rescued you from the streets of Hive 
Septus, shouts over to you that Captain Lostromo needs to see 
you. 


Turn to 38. 


C6 


The closest zombies are still several metres from the mortuary 
entrance when you re-emerge in the piazza, but by now there are 
hundreds of them packing the square with many more streaming 
in from the far end. Quickly assessing the situation, you decide that 
making for the sanctuary of the cathedral would be the safest option, 
and begin sprinting towards the dominating structure. 

Almost sensing your plan, one flank of the zombie horde shifts 
direction to block off your route, forcing you to change your plan on 
the fly and make for the hab block. Once again, more zombies alter 
course and place themselves between you and your goal. You stand in 
the centre of the piazza rotating on the spot, trying to see if there are 
any gaps through which you can make a break, but you are nothing 
more than a tiny island in a sea of zombies. 

You have just resigned yourself to your fate when you realise that 
you can hear the sound of your standard-issue Imperial Guard boots 
scraping against metal. Looking down, you find yourself on top of the 
manhole cover and, dropping to your knees, you frantically begin to 
pull at it. Now completely encircled by zombies almost close enough 
to grab you, you exert every last iota of strength and manage to remove 
the cover from the manhole. Dropping down onto the ladder below, 
you manage to slide the cover back into place just as dozens of zom- 
bie hands reach out simultaneously to claw at you. 

As you stand there clinging to the ladders and getting your breath, 
the noise of flowing water below you is accompanied by the sound of 
fingernails scraping across metal from above. 


Turn to 122. 
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Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and setting 
that too ablaze. On yet another screen, what appear to be Imperial 
Guardsmen stationed behind a barricade loose off a volley of shots 
into a tide of zombies. Though scores of the undead fall to each bar- 
rage of las-fire, the press of reanimated corpses pushes inexorably on 
and, although you are relieved to know that you're not the only sur- 
vivor of this horror, you wonder how long the others will be able to 
hold out. The only clue to the Guardsmen’s location is the wreck of 
some kind of aerial craft that forms part of their barricade. Have they 
crash-landed somewhere in the city? Are they at a shuttleport? The 
answer lies somewhere beyond the Command Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 21. 
If you decide to leave it where it is, turn to 384. 


09 


With the water getting higher and higher you wrap your arms around 
the lever and, fighting against both the rusted lever and the rising 
tide, pull with all your might. The water engulfs you and, just as 
your lungs feel as if they’re about to explode, the lever gives way 
with a creak and the hatch above you opens completely. You launch 
yourself like a torpedo, breaking through the surface of the water 
and taking in almighty gulps of air. By the time you've recovered 


sufficiently, the hatch is within reach and you clamber through it, 
grateful to find a metal ladder leading up a shaft towards another 
hatch. With the water level rising faster through such a small tunnel, 
you're relieved to find that the hatch above gives way easily and, as 
the water catches up with you, you find yourself being pushed up by 
the water pressure through the hatchway and onto the street above. 


Turn to 341. 


30 


As the putrid throng makes its way towards you, you begin to pick off 
the vanguard with carefully placed headshots. Zombies crash to the 
ground, tripping their dull-witted counterparts in the ranks behind. 
Several more succumb to las-fire and it looks as if, against all the 
odds, you're going to survive. But then your weapon jams and the 
necrotic herd advances again with renewed purpose, sensing an easy 
kill. In desperation you begin to use your weapon as a club, bludg- 
eoning the heads of zombies so they pop like rotten fruit, but to no 
avail. Hundreds of dead hands claw at you, tearing strips of flesh 
from bone and beating you down to the ground. Your vision runs red 
and in the instant before you expire, the realisation hits you that you 
are being beaten to death with your own severed arm. 


Your adventure is at an end. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you - Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 208. 
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2 Zombies 


Initiative: You 

Saves: None 

Advanced Rules: After the second Combat Round, move to Close 
Combat 


If you defeat both zombies, turn to 158. 
If the zombies are victorious, turn to 381. 


3 


‘Thank you but no. I’ve managed well enough thus far, and having 
you two in tow will only slow me down,’ you reply. 

Claudus looks crestfallen but Petchra is more sanguine about the 
situation. ‘As you wish, though I believe you are making a grave mis- 
take. If you won't accept our offer of help then at least take this one 
piece of advice: you still have far to travel through the sewers, but 
once you reach the final chamber that will allow you access to the 
surface, remember to pull the small lever before the large one.’ 

You nod your thanks for her sagacity and, gathering your things, 
take your leave of the mutants and head down the tunnel that leads 
deeper into the sewers. 

Lose 1 Purity point for consorting with mutants. 


Turn to 117. 


b4 


The Guardsman’s maimed body lies at the end of a bloody trail 
that leads from the double doors all the way across the foyer to the 
entrance. It looks as if he must have been caught in here when the 
plague of undeath broke out, and though he was able to escape from 
the zombies, he bled out before he could make it out onto the streets. 

As much as it sickens you to do so, you begin to rummage through his 
belongings and find the following: a lasgun, 3 power packs which are 
good for 15 shots each, a backpack that holds 15 items, a set of body 
armour, which gives you Save (5), and a key with the number’3’ engraved 
into it. Remember to mark any items you take on your Adventure Sheet. 

The noise of zombies coming from the main door has grown stead- 
ily louder and, rather than risk hanging around, you decide it’s time 
to leave by the double doors. 


S D 
3 


Turn to 373. 
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With guile akin to that of a pickpocket, you very cautiously begin 
to slide the lasgun from out of the dead Guardsman’s hand, all the 
while expecting his eyes to flick open or a hand to reach up and grab 
you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 3 


Turn to 353. 


36 


Centimetre by desperate centimetre, you almost glide down the corri- 
dor, such is your desire not to be heard. For what seems like an hour, 
but in reality is just a few fraught minutes, you slink ever closer to the 
end of the hallway until at last you find yourself with walls both to 
the front and side of you. You edge your way slightly along the back 
wall, expecting to make contact with the metal of a doorframe, but 
halt in confusion and panic as your hand comes to rest on something 
cold and fleshy. 

You're just about to raise your weapon when you feel hands reach 
out and claw at you. Mark off 2 Wounds on your Adventure Sheet. 


Turn to 249. 


ivi 


The second zombie joins its counterpart on the floor of the sewer with 
a splash, and a red slick forms in the water at your feet. Both bodies 
begin to bob and float away on the current and you watch as they are 
carried down the long tunnel before disappearing out of view. 

Not wishing to head back the way you came, you follow them down 
the tunnel. 


Turn to 330. 


38 


Stumbling almost blindly through the syrupy mist, you lose your 
footing briefly but manage to stay on your feet. The thing chasing 
you giggles more intently and its gurgling dissonance makes you feel 
physically ill. 

The road becomes even more pockmarked and debris more fre- 
quent, causing every other step to become a trip or stumble. Each 
near-fall is followed by yet more of the sickening giggling, but every 
time it appears to come from a different direction, as if the unseen 
predator is toying with you. 

The road begins to take a gentle bend to the left and your footing 
becomes more certain as the surface improves with every step you take. 


Tur to 102. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you — Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 228. 
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You can only use the promethium-filled bottles as explosives if you 
have something to ignite them with. If you’ve previously found 
some matches, turn to the paragraph number that corresponds to the 
number of matches left in the match book. 

If you don’t have any matches then you'll have to do something 
else. 


To attack the cultists anyway, turn to 292. 
To leave them to their heretical ritual, turn to 389. 


91 


As the red half-light begins to disappear altogether, you put your 
hands out in front of you to prevent yourself colliding with any 
unseen obstacles. Carefully placing one foot in front of the other, 
you gradually edge your way through the darkness until your palms 
come to rest against the cold of plasteel. You hold for a second, trying 
to listen for any noise coming from the other side, but hear nothing. 
You push the door open and step through into the next corridor. 


Turn to 210. 
92 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life, much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you ll need to return here. 


Turn to 231. 


Claudus 


QVI0 3H 40 JAH 


Staff * x1.5 


Initiative: You, Claudus, Petchra 

Saves: None 

Advanced Rules: After the second Combat Round, move to Close 
Combat 


If you defeat the pair of abominations, turn to 296. 
If you lose the combat, turn to 51. 
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4 Zombies 


Initiative: You 

Saves: None 

Advanced Rules: After the second Combat Round, go to Close 
Combat 


If you defeat them, turn to 297. 
If you lose the combat, turn to 140. 


99 


The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 186. 


96 


Zombie after zombie succumbs to your withering fire and still the 
man continues across the floor of the galleria unabated. 


Mark off 15 more shots on your Adventure Sheet, 
if you can, then turn to 315. 


If you don’t have 15 shots, or have run out of ammo, turn to 8. 
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The tunnel runs for more than a hundred metres and, after your 
recent exertions, you find yourself slipping on the sewage-slicked 
stones to the accompaniment of a bass rumble generated by the 
propellers. On more than one occasion, Claudus grabs you at the 
last moment just before you slip and crash down heavily onto the 
sewer floor. Every time you thank him he returns your gratitude with 
a look like you've just told him he’s been elected the new Emperor 
of Mankind and he practically skips away from you down the tunnel. 

Despite her obvious blindness, Petchra negotiates the sewer with 
consummate ease, never slipping or losing her footing and very rarely 
needing to use the walls of the tunnel for balance. As the passage 
grows ever darker her pace seems to quicken, and you find yourself 
wondering if she really does know these tunnels as well as she claims 
or if something else is at play here. 

Just as the last of the meagre light pouring in from the reservoir cham- 
ber is about to expire, you see a pinprick of light ahead of you and, with 
Petchra still taking the lead, you all make your way towards it. 

The sewer pipe terminates three metres above another tunnel that 
runs from left to right. Grates are set into the roof of this new tunnel 
and along with light, the smell of smoke also pours in through them. 
As the three of you wait on the lip of the tunnel entrance, assessing 
how best to make it down into the other tunnel, the guttural moan of 
the undead issues forth and the sound of ponderous footfalls echoes 
towards you. As you prime your weapon, ready to ambush whatever 
is heading towards you, Claudus leaps down into the tunnel and 
charges in the direction of your would-be attacker. 

The battle is brief and bloody and within a minute Claudus returns 
to you with the severed head of a zombie in each hand, his perma- 
nent grin still etched across his mutated features. 

‘I thought I was supposed to be the one protecting you?’ you say to 
Petchra and she smiles at you warmly in response. 

‘Don't worry,’ she says. ‘There'll be plenty more fighting before we 
get out of this place.’ 

Abandoning his grisly trophies, Claudus helps Petchra down into 
the new tunnel and then does the same for you. The tunnel you’re 
now standing in runs from East to West and, directly opposite you, a 
branch tunnel heads off to the North. 

Claudus begins to set off down the branch tunnel, but Petchra whis- 
tles and then motions to him to follow her down the tunnel to the 
West. He pauses briefly and looks slightly bemused but then shrugs 
his shoulders and follows in her wake. 

You too do likewise. 


Turn to 247. 


938 


Almost tip-toeing along the corridor, you advance towards the dou- 
ble doors, weapon at the ready. The closer you get, the more apparent 
the sound of zombies moaning becomes, and you slow your pace 
almost to a halt to try to determine the source of the dirge. 

Suddenly, the door to the left springs open ejecting two zombies 
into the crimson-hued corridor. 


Turn to 207. 


99 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the 
blast doors, turn to 393. 
To examine the vox-unit, turn to 242. 


100 


The entrance to the freight tunnels is partially obscured by two large 
packing crates, but it’s a simple matter for you to climb over them. 
Lume globes hang from the ceiling, illuminating this first tunnel for 
hundreds of metres before coming to a junction. Flamer poised, you 
begin your patrol of the tunnel and it only takes a few minutes before 
you come to the junction and are faced with a decision regarding 
which tunnel to patrol next. 


To go right, turn to 176. 
To go left, turn to 351. 
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2 Zombie Dogs 


Initiative: Zombie Dog, Zombie Dog, You 
Saves: None 
Advanced Rules: Skip straight to Close Combat 


If you overcome the undead beasts, turn to 244. 
If the zombie dogs finish you off, turn to 287. 


You increase your speed again on the improving surface, the scrap- 
ing of claws and the aberrant giggling becoming more intense as you 
feel the hot, rancid breath of the thing at your heels. Still running, 
you turn to see what manner of horror the hive has thrown at you 


now, but all you see is a blur as your pursuer leaps over your head 
and lands in front of you. You come to a sudden stop and begin to 
walk backwards, retreating from the thing coming out of the mist in 
front of you. 

Not able to see where you're going, such is your fixation on the 
monster that you trip over a rogue piece of rubble and fall flat on your 
backside. Knowing that your life depends on escaping whatever is 
advancing on you from the mist, you continue to scramble backwards 
with your hands and feet. Then the thing stops playing games with 
you and emerges from the mist. 

Lolloping on tiny limbs that end in vicious claws, the pustulant 
creature is no bigger than a child, but no less deadly for its diminutive 
size. A long tongue licks the spittle from multiple sets of razor-sharp 
teeth and its purple-green mottled skin bubbles and undulates in a 
sickening motion. The giggling has ceased, to be replaced by a moist 
snarl, and it glowers at you with small, wicked eyes. It tenses the mus- 
cles of its hind limbs and prepares to launch itself at you. 


Turn to 184. 


10: 


You are in the Command Centre. What would you like to do now? 


If you would like to try to get the vox-unit working, turn to 266. 
To see if there is anything useful lying on 
any of the tables, turn to 235. 
If you would like to exit the Command Centre, turn to 393. 


104 


Using the walls of the sewer to aid your balance as you tread cau- 
tiously over the slippery cobbles beneath your feet, you eventually 
find yourself at another three-way junction. Both the East and West 
tunnels lead to other three-way junctions, but the passage to the 
North terminates in a four-way junction. 


To take the North tunnel, turn to 397. 
To go East, turn to 380. 
To head West, turn to 63. 
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You crouch down gingerly and, not daring to look away from the 
corpse’s closed, dead eyes, you fumble with the pistol stowed tightly 
in its holster. With a few forceful tugs the weapon comes free and, sat- 
isfied that the jailer is indeed dead, you inspect the laspistol. A small 
dial on the side of the power pack housing reads ‘15’, which means 
that the weapon has full ammo. Remember to mark both the weapon and 
its ammo on your Adventure Sheet. 

You are just about to tuck the pistol into your belt and search the 
corpse for anything else that may be of use when, without warning, its 
hand snaps forwards and grips you around the throat! 


S D 
Laspistol 3 2 


Turn to 33 and prepare to do battle. 


106 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 160. 
Otherwise, your search of the Command Centre is 
complete and it’s time to leave. Turn to 393. 


Zombie Lostromo 


Weapon: 


Claws * x0.5 


Initiative: You 
Saves: None 
Advanced Rules: Skip straight to Close Combat 


If you defeat the former Captain Lostromo, turn to 253. 
If you become the final victim of Subiaco Diablo’s 
zombie plague, turn to 46. 


1038 


You can only make out the first half of the new corridor as the emer- 
gency lighting has failed at the far end. Stepping through, you can 
clearly see a door about five metres along the right wall and, straining 
to see through the gloom, you can just make out what you think is 
another door about ten metres further down on the opposite wall. 
The end of the corridor is too dark to tell whether there is a set of 
doors there or if it terminates in a dead end. 


To open the door on the right, turn to 251. 
To try the door on the left, turn to 119. 
To move to the end of the corridor to determine 
whether there’s another exit, turn to 91. 
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‘If the route North is quicker then I think we should take it,’ you say 
to Petchra. ‘I don’t want to stay in this sewer for a minute longer than 
I have to.’ 

Claudus lets slip a satisfied giggle and Petchra fixes him with a blank 
stare that causes him to stifle his laughter. She looks as if she’s going 
to say something but stays her tongue. After a few moments’ consid- 
eration she speaks again. 

‘As you wish, but don’t say I didn’t warn you.’ 

Practically jogging, Claudus leads off down the branch tunnel and 
Petchra, still as sure-footed as ever, brushes past you in a passive- 
aggressive manner and follows him. Shaking your head at her, you 
too do likewise. 

After you've gone almost fifty metres down the tunnel you come to 
a four-way junction and Claudus stops abruptly, slowly turning his 
head as if listening out for something. A few seconds later a moan 
carries down one of the new branch tunnels followed by more moans 
from the other tunnels feeding into this junction. Glancing over at 
Petchra, she looks as if she’s about to say ‘I told you so’ but instead 
draws her curved blade. 

‘Back-to-back. Stay in the middle of the tunnel. There’s at least six of 
the things approaching us, possibly morte if there’s a second wave behind 
them. Try to pick them off before they reach us, Cadian. Claudus and I 
will handle any that get in too close. Well? What are you waiting for?’ 


Turn to 286. 


110 


Stepping around the mutilated corpse of an Imperial Guardsman, the 
cause of the blockage behind the door, you find yourself in an open, 
white-tiled foyer. Your suspicions about this being a medical facility 
are proved horribly correct, though, as you notice the sign on the 
opposite wall: Hive Septus - Mortuary. 

It's not too late to leave but you'll have to evade an entire army of zom- 
bies out in the piazza, whereas, you hope, you won't have to deal with 
quite so many zombies at once within the confines of the mortuary. 


To exit the mortuary, turn to 77. 
To explore the mortuary to try to find another exit, turn to 151. 


il 


After an awkward pause, the man standing next to you reluctantly 
raises his hand. 

‘Cadian mettle as its finest,’ the colonel says proudly. ‘Those of you 
staying back to fight the rearguard, stay here and see Captain Los- 
tromo, who'll distribute extra ammunition. The rest of you, take up 
your firing positions and be ready to move when those shuttles land.’ 

Lose 2 Purity points for your cowardice. 

The congregation breaks up and after he has finished handing out 
spare ammo, Lostromo walks past you as if in a daze. You can’t help 
but notice that his eyes are bloodshot, the white almost entirely 
usurped by crimson blood vessels. 

‘Sir, are you sure you're all right?’ you ask. 

‘I've already told you I'm fine,’ he snarls before breaking out into 
a hacking cough. You make to move towards him but he rounds on 
you, and for the next few seconds he stands there staring intently at 
you. His gaze is only broken when Krassek calls out to him and he 
makes his way to the colonel’s side, coughing as he goes. 

Just as you're deciding whether to mention something to the colonel 
about Captain Lostromo’s condition, a cry comes up from the main gate. 
The enemy has been sighted and the zombies are breaking through! 


Turn to 245. 
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Her struggles cease and she swings there forlornly, arms and legs 
dangling limp. A noise from behind her distracts you and you realise 
that you've been so rapt in attending to the woman’s suffering that 
you didn’t notice the two smaller corpses on the floor shrouded by 
a white blanket. Granting them the same dignity you showed the 
woman, you take your leave of the hab unit and alight the stairs to 
the next floor. 
Gain 1 Purity point. 


Turn to 396. 


113 


Arms tucked by your side to prevent them catching and break- 
ing against the walls of the sewer pipe, you glide gently down the 
tunnel, its incline being nowhere near as sharp as the previous one 
you slid down. After several minutes the tunnel deposits you in 
another similar tunnel, but this time one that runs flat. With only 
one direction to head in, you rise to your feet and proceed down 
this new tunnel. 


Turn to 386. 


114 


Frantically you pull on the lever and, for the briefest of moments, it 
looks as if you might make it as the door gives way by a few more 
centimetres. All your hopes are dashed, though, as you feel the zom- 
bies grab you from behind and begin raking at you. As you are pulled 
to the ground, the last thing you hear is the sound of zombies feast- 
ing on your flesh. 


Your adventure is at an end. 


Hl 


The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 99. 


116 


... and land safely on the next rooftop, throwing your weight into a for- 
ward roll before springing to your feet in one fluid movement. You may 
not be able to remember who you are or how you came to wake up ina 
prison cell while the whole world was going to hell around you, but you 
can certainly remember your Imperial Guard basic training. 

After taking a quick look around the flat roof, you find a long metal 
ladder that leads down to the smoke-shrouded street below. There 
are two other rooftops close by, one to the left that looks like a fairly 
easy jump away, and another to the right that looks more difficult to 
reach. 


To climb down the ladder and take your chances 
in the street, turn to 319. 
To make the easy jump to the roof to your left, turn to 22. 
To make the harder jump to the roof on the right, turn to 342. 
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The tunnel runs for more than a hundred metres and, after your 
recent exertions, you find yourself slipping on the sewage-slicked 
stones to the accompaniment of a bass rumble generated by the 
propellers. More than once, you just manage to stop yourself from 
crashing to the floor by finding a handhold on the walls of the tunnel 
and clambering back to your feet with the aid of the soggy lichen that 
grows even down here in the gloom of the sewer. Just as the last of 
the meagre light pouring in from the reservoir chamber is about to 
expire, you can see a pinprick of light ahead of you and, still slipping, 
make your way towards it. 

The sewer pipe terminates three metres above another tunnel that 
runs from left to right. Grates are set into the roof of this new tunnel 
and along with light, the smell of smoke also pours in through them. 
As you wait on the lip of the tunnel entrance, assessing how best to 
make it down into the other tunnel, the guttural moan of the undead 
issues forth and the sound of ponderous footfalls echoes towards 
you. Resolving your focus in the poor light, you can just make out the 
silhouettes of what appears to be two zombies but, confusingly, you 
can only hear one set of footsteps. As the shapes get closer your con- 
fusion yields to understanding when you realise that instead of two 
zombies advancing upon you, it is a single zombie with two heads - 
another sewer-dwelling mutant. 


Turn to 74 and prepare to do battle. 
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The entrance to the hab block opens into a short hallway leading to 
another door. There are several large pots containing healthy speci- 
mens of some unidentified red and green plants lining either wall, 
and you pull a couple of them in front of the door you just entered 
through to prevent any roaming undead following you into the 
building. 

The second door is unlocked and leads into a large, austerely deco- 
rated foyer area. Uncovered rockcrete forms the floor while the walls 
are made of bare construction slabs. Simple lume strips, which occa- 
sionally flicker and dim before returning to full brightness again, 
line the ceiling. The sparse nature of the building suggests that it is 
probably home to low-wage industrial workers from one of the man- 
ufactora somewhere in the local area. 

The only other feature of note is a single door set into the wall at 
one end of the space. With no other way out, this is the route you 
have to take. 


Turn to 375. 


119 


Creeping up to the gloom-shrouded door, you press your ear against 
it to hear if there’s anything on the other side. Convinced that noth- 


ing hostile waits on the other side, you push open the door to reveal 


a room even more poorly lit than the corridor. You allow your eyes 
to adjust to the extremely low light then feel your way into the room, 
moving your hands along the wall to try to get a sense of what, if 
anything, is in here. After several minutes of fumbling in the dark 
and coming up with nothing, you realise that the room is empty, and 
leave. All that’s left now is to see whether there’s an exit at the end 
of the corridor. 


Turn to 91. 


7 Cultists 


Weapon: 


Clubs : x1 


Initiative: You 

Saves: None 

Advanced Rules: After two rounds of Ranged Combat, enter Close 
Combat 


When only two cultists remain standing, turn to 20. 
If the cultists are victorious, turn to 284. 
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The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 399. 
122 


Light seeps in from grilles in the sewer roof above, revealing a corridor 
that runs East to West with another exit heading North directly in front 
of you. You barely have time to get your bearings when an undead 
moan echoes down the tunnel towards you, followed in quick suc- 
cession by another moan, almost in answer to the first. Drawing your 
weapon, you ready yourself and wait to ambush the pair of zombies 
you expect to advance on you down the tunnel. Surprisingly, what 
emerges from the gloom of the tunnel isn’t two zombies but one with 
two heads! The mutant underclass must populate these sewers, and it 
seems that even aberrations aren’t immune to the plague of undeath. 


Turn to 74. 


12. 


Cultist 


S 
Club * x1 


Initiative: You 

Saves: None 

Advanced Rules: After two rounds of Ranged Combat, enter Close 
Combat 


If you defeat the cultist, turn to 164. 
If you lose the combat, turn to 277. 


124 


You head away from the mournful dirge, looking for anywhere that could 
provide refuge from the zombies slowly converging on you. Hoping fer- 
vently that at least one building remains intact — or even partially intact 
— in this area, you realise that you've lost your bearings and don’t know 
in which direction the collapsed bridge lies. More moans sound from 
within the gloom and, thinking you can make out the shadow of a low 
wall from within the smoky miasma, you move towards it, but realise 
your error when the shape moves and emits a deathly groan. 

You break into a run and find yourself leaping over rubble as you 
search in vain for some way out of your worsening situation. For 
a brief instant, the smoke abates and you can see a side street that 
remains almost free of debris despite being flanked by two collapsed 
buildings. With salvation at hand, you head full-pelt towards the new 
route that has opened up to you, and as quickly as it lifted, the smoke 
enshrouds you once more. 

The sound of the undead grows ever more distant the further you 
advance down the street, and you are just beginning to think that 
you're going to make it when an impassable pile of wreckage rises up 
out of the smoke to mock you. Looking for foot and handholds you 
begin grabbing at chunks of rubble, but those that aren’t too hot to 
the touch just crumble or fall away, making the debris mountain even 
sheerer. 

The wail of scores of dead throats echoes from out of the smoke, 
and the vile scent of decay carries along the street with it. Abandon- 
ing your search for a way over the towering detritus, you finally resign 
yourself to your fate and turn to face your pursuers, just as the zombie 
vanguard emerges from the haze. 


Turn to 300. 


129 


The doors swing open into a corridor that is the exact reverse of the 
one that runs below it. The usual set of double doors lies at the far 
end and a door is set back in the left-hand wall. The familiar dull red 
light bathes the entire scene. 


To see what's behind the door on the left, turn to 295. 
To move directly along the corridor and into the next, turn to 194. 
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The sound of water grows louder and louder until, eventually, the close 
confines of the sewer tunnel amplify it to almost unbearable levels. Just 
as the noise becomes so unbearable that you're left with little choice 
but to turn back, the passageway turns sharply Northwards and opens 
into a high-ceilinged chamber, relieving the pressure from the oppres- 
sive cacophony. The source of the noise becomes apparent as you 
look up and around the vast chamber: dozens upon dozens of tunnel 
mouths, not unlike the one you've just emerged from, terminate here, 
depositing thousands of tonnes of water that flow out through three 
massive sewer pipes on the far side of the chamber. 

You look around to see if any of the many tunnel mouths are within 
reach but, other than the tunnel you entered from, all of them are 
set too high up in the chamber, and the constant stream of water 
that gushes down the walls would make climbing up to any of them 
suicidal. Turning your attention to the huge pipes on the opposite 
side, you realise that they head downwards at a steep angle, carrying 
the water off to other pipes or chambers somewhere far below in the 
bowels of the hive city. The multiple arterial tunnels that feed into 
this chamber are inaccessible, so your only exit is through one of the 
three tunnels. 


To take the tunnel on the left, turn to 250. 
To take the middle tunnel, turn to 323. 
To take the tunnel on the right, turn to 40. 


Doing your level best to ignore the reanimated corpse shambling 
its way towards your cell, you stretch yourself to the limit and 
manage to get a couple of fingers around the grip of the laspistol. 
With only a tentative grasp of the weapon, you remove it from 
the holster and slide it towards you when suddenly the jailer’s 
eyes spring open and regard you with a cold, dead stare. He gives 
off a ghastly moan and, gripping the bars of your cell, gradually 
clambers to his feet. 

With the laspistol now in hand — remember to mark it down on your 
Adventure Sheet — it has a full power pack with 15 shots remaining — you back 
away from the undead and take aim at them, relieved that the ferro-steel 
bars prevent them from getting any closer and mauling you. However, 
your relief is short-lived as, with a strength that belies their cadaverous 
frames, the pair of zombies tear the cell door from its hinges, sending it 
tumbling to the rockcrete floor with an almighty clang. 


S D 
Laspistol 3 2 


Turn to 71 and prepare to fight both zombies. 
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The small metal door opens easily and you find yourself in an artificially 
lit, white-tiled room. A gurney sits in the centre of the room atop which 
lies a male corpse, dressed in a uniform similar to your own. The walls 
are lined with locked glass cabinets, within which you can see all man- 
ner of pills and vials. You deduce this must be a med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard- 
issue Imperial Guard medi-pack. Closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want 
to acquire the medi-pack then your only option is to break the glass 
door. 


If you want to break the glass, turn to 171. 
If you decide the medi-pack isn’t worth the risk and want to return 
to the Command Centre, turn to 99. 
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The partially enclosed walkway follows the direction of the street 
before abruptly taking a right and becoming a tunnel for about fif- 
teen metres then re-emerging at the other end as an open walkway. 

Stepping out onto the gantry, the stench of decomposition becomes 
overwhelming and for the first time since your initial encounters with 
the undead, you bend over double and vomit. You stand there, leaning 
forwards with both hands on your thighs, trying to suppress a repeat out- 
burst, when through a gap in the walkway floor, you look down onto the 
head of a zombie. Withdrawing in horror, you move to the side of the 
walkway and peer over the edge, only to find yourself looking out over a 
sea of what must amount to thousands of the walking dead! 

Panicking, you check that your escape route via the way you came 
is still clear and, satisfied that there are no zombies behind you, try 
to get a better overview of your surroundings. You are standing on a 
walkway raised approximately ten metres above the ground, ground 
that is occupied by a legion of the stinking, moaning, living dead. All 
around the outskirts of the ground level are commercia units, many 
of which are shuttered and boarded, but the occasional one is open- 
fronted and finding itself playing host to a group of undead. There is a 
large ornamental fountain in the centre of the bottom floor and, even 
though it is not functioning, several bloated corpses float face-down 
in the pool surrounding it. Despite being mere metres away from an 
army of the dead whose only desire is to disembowel and consume 
you, they don’t appear to have any way of getting to you, and those 
that have spotted you can do nothing but stare impotently. 


To continue across the walkway in the hope that there 
is a safe exit at the other end, turn to 379. 
If you'd rather head back the way you came and head through the 
commercia district in the opposite direction, turn to 356. 


130 


Opting to slip down the tunnel feet-first, you quickly pick up speed 
until after several hundred metres, without warning, you feel yourself 
submerge into freezing effluence. Blinded by the murk and filth, you 
reach out your hands to see if you can find purchase on anything, but 
it proves to be in vain. With your oxygen levels dropping rapidly, you 
kick out in an attempt to propel yourself towards the surface. You 
haven't gone far when you feel yourself impact with something, and 
as your press out with your hands, you realise that there is no escape 
from the chamber as it is filled entirely with liquid waste from the 
city above. With a few last spasms, you relinquish your grip on life 
and your corpse drops slowly down to the bottom of the pool of filth, 
where your remains will lie for all eternity. 


Your adventure is at an end. 


131 


Zombie 


Initiative: You 

Saves: None 

Advanced Rules: After one round of Ranged Combat, move to Close 
Combat 


If you win the combat, turn to 268. 
If the zombie gets the better of you, turn to 34. 
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The Sentinel strains at the weight of the bulky half-track but, servos 
and motors protesting loudly, you are able to part-lift, part-drag the 
freight hauler into position next to the Chimeras that form the bulk 
of the barricade. 

You are just about to turn your attentions to the aircraft wing when 
you notice some large packing crates against the far wall that appear 
to be partially blocking a freight tunnel. The level of activity within 
the shuttleport has increased in the last few minutes and it looks like 
an assault could come at any moment. You only have time to position 
one more item to reinforce the barricade. 


To lift the wing into position, turn to 366. 
To move the packing crates instead, turn to 76. 


133 


You wriggle on your stomach along the dark, wet tunnel for several 
metres until you come to another rusted grate, which pushes away 
easily. Expecting to hear the grate impact against something solid, 
you're surprised when a splash echoes along the narrow confines of 
the tunnel. Extending your neck to see what the grate was barring 
access to, you look out over a steep drop leading down to a stinking 
pool of murky water, where the effluence of an entire hive city is col- 
lected for processing. With no ladder down, there’s only one thing 
you can do and it isn’t going to be pleasant. 

Launching yourself out of the tunnel, you barely have time to curl 
yourself into a ball before you hit the water. You feel yourself sink fora 
few metres and then, with nothing solid beneath your feet to push off 
against, you swim to the surface. Spitting out a mouthful of the filthy 
water, you suppress your gag reflex and tread water, gathering your 
breath. You look around and see a set of metal ladders fixed to the wall 
opposite the one you dived into the pool from, and swim towards it. 

Clambering up the wall, the ladder eventually leads to the mouth 
of a tunnel which, judging by the grilles set at regular intervals along 
its length allowing light to bleed in, must run directly below the hive 
city’s streets. 

Uncertain whether the undead infestation has made it below street 
level, you cautiously set off along the new tunnel. 


Tite to 217. 


134 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 

Having explored the Command Centre thoroughly, it’s time to leave. 


To exit the Command Centre, turn to 393. 


135 


The percussive splashing of water leaking through cracks in the ceil- 
ing of the tunnel mingles freely with the sound of you dragging your 
feet through the torrent of filth running along the sewer floor. After 
struggling for nearly fifty metres you emerge from the tunnel into a 
four-way junction. 

Three of the exits - North, West and East - lead to three-way junctions. 
The tunnel to the South resolves itself into another four-way junction. 


To take the North tunnel, turn to 243. 
To go East, turn to 18. 
To head South, turn to 211. 
To make your way West, turn to 350. 


OVI0 JH 40 JAH 


HIVE OF THE DEAD 


136 


Thankfully, the piazza is still devoid of undead. What would you like 
to do now? 


To enter the hab block, turn to 118. 
To enter the other building, turn to 308. 
To lift the manhole cover and find a route through the sewers, turn 
to 43. 


Weapon: 
S D 
Possessed Bolter 5 4 
Plague Knife xl 


Initiative: Korpharact 

Saves: Power Armour (3) 

Advanced Rules: If Korpharact’s Wounds drop below 5 enter Close 
Combat 


If you defeat the Plague Marine, turn to 206. 
If he claims your soul in the name of Nurgle, turn to 4. 


138 


Banks of smoke drift along the hive city street, partially obscuring 
your view and causing you to splutter, before passing by as quickly 
as they descended. Not that the view at street level is worth seeing. 
Partially consumed corpses lie rotting in the gutter. The contents 
of smashed-open storefronts — those that aren't burning at least — are 
spilled out across the pavements and into the road, and the per- 
sonal effects of the hive’s citizenry lie abandoned where they were 


dropped when the undead onslaught commenced. But no signs of 
life, not even unlife. Other than the cultists, you’re beginning to 
think that you might be the only person in this entire hive to have 
survived. 

An ear-splitting crash rings out from further down the street, and 
you turn in time to see the last remnants of a burning commercia 
unit fall unceremoniously to the ground, sending a cloud of white 
masonry dust roiling along the street towards you. Ducking for cover 
in the doorway of another commercia unit, you remain hunched 
there until the choking dust storm abates. 

You dust yourself down then step back out onto the street to decide 
where to go next. You appear to be in a commercia district on a long, 
continuous street that runs from left to right. The building that just 
collapsed is to your left and most of the structures in that direction 
appear to be burned out or still smouldering. Though the route itself 
may be dangerous, your gut tells you that there are likely to be fewer 
zombies in that direction. The way to your right seems less perilous 
in terms of unsafe buildings, but the stench of putrefaction is stronger 
in that direction. 


To head left down the street, turn to 356. 
To go right, turn to 170. 


139 


The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 

Having explored the Command Centre thoroughly, it’s now time 
to leave. 


Turn to 393. 


140 


Your detour proved to be disastrous, as another nameless victim joins 
the ranks of the undead. 


Your adventure is at an end. 
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‘We're so undermanned in all areas that there are several things you 
could do,’ Lostromo says. ‘The main gate is under constant attack 
from the undead and the men there could use some help to thin out 
their numbers. There are also several freight tunnels that lead into 
the shuttleport and, although I’ve had them barricaded, it would 
be prudent for somebody to patrol them. And finally, although I’ve 
positioned the Chimeras just behind the main gate as a second line 
of defence, we have no idea what kind of enemy may have landed in 
those drop-pods, so if you think you could operate a Sentinel lifter, 
it would be wise to reinforce that barricade.’ 


To go to the main gate and shoot zombies, turn to 273. 
To patrol the freight tunnels, turn to 55. 
To reinforce the barricade, turn to 362. 


142 


As the last zombie collapses into a heap of body parts in the centre of 
the street, you wonder that if the zombies truly possessed a survival 
instinct, perhaps they would have stayed inside the building instead 
of tangling with you. 

The doorway to the shop the zombies emerged from remains open, 
so you can take a look around if you wish. Otherwise, you can con- 
tinue down the street or head back in the opposite direction. 


To explore the commercia unit, turn to 75. 
To continue heading right, turn to 246. 
To turn around and go left, turn to 356. 


143 


Your final assault rends the zombie’s head from its shoulders and it 
collapses to the ground, its four wickedly clawed arms still flailing 
and twitching. Wiping ichor from your uniform, you realise that, 
other than attempting to climb back up the tunnel, your only option 
is to head in the direction from where the mutant zombie just came 
from. 


Turn to 386. 


144 


Your furtive preview of the next corridor reveals no apparent 
threats and, pushing the double doors open fully, you step into an 
emergency-lit passage that ends in another set of double doors and 
has a single door set into the right-hand wall about two-thirds of 
the way down. The blood trail continues in a straight line along the 
corridor before abruptly dog-legging and vanishing under the door 
in the wall. 


To open the door where the blood trail leads, turn to 29. 
To go through the double doors at the end 
of the corridor, turn to 333. 


145 


The Sentinel strains at the weight of the bulky half-track but, servos 
and motors protesting loudly, you are able to part-lift, part-drag the 
freight hauler into position between two Chimeras that form the 
bulk of the barricade. 

The loud clang of the hauler hitting the floor is still echoing around 
the shuttleport when Trooper Kabba, the driver of the Chimera that 
rescued you from the streets of Hive Septus, shouts up to you that 
Captain Lostromo needs to see you. 


Turn to 65. 
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Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used to restore your Wounds to their 
starting level — remember to mark it on your Adventure Sheet — but your 
satisfaction is short-lived as you hear the now-familiar groan of a 
recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 363. 
If the Guardsman defeats you, turn to 49. 


147 


Ignoring the two bodies lying slumped in their chairs, you make 
your way over to the wall to the flickering pict screens and scanners 
to see if there’s anything that will help you make sense of the situ- 
ation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and 
setting that too ablaze. On yet another screen, what appear to be 
Imperial Guardsmen stationed behind a barricade loose off a volley 
of shots into a tide of zombies. Though scores of the undead fall to 
each barrage of las-fire, the press of reanimated corpses pushes inex- 
orably on and, although you are relieved to know that you're not 
the only survivor of this horror, you wonder how long the others 
will be able to hold out. The only clue to the Guardsmen’s location 
is the wreck of some kind of aerial craft that forms part of their bar- 
ricade. Have they crash-landed somewhere in the city? Are they at 
a shuttleport? The answer lies somewhere beyond the Command 
Centre blast door. | 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 261. 
If you decide to leave it where it is, turn to 103. 
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An unnatural hush descends upon the shuttleport and a rancid 
stench - worse than any you've thus far experienced - drifts onto the 
platform followed by a sound not unlike the buzzing of flies. Banks 
of putrid brown fog roll in and the silhouette of something large and 
lethal strides through the dun mist. 

Almost three metres tall and clad in bleached ivory power armour, 
the form of a Traitor Space Marine resolves itself from out of the 
miasma of filth, and around you men are driven mad at the sight of 
it. Internal organs spill out of rents in his ancient armour and rest on 
a grotesquely distended belly, while a putrid cloud of flies heralds 
him with lugubrious song. In his hand he carries what was once a 
bolter but is now as much diseased organic matter as it is metal. Pink, 
muscular tentacles emanate from its grip, reaching back and wrap- 
ping around the traitor’s forearm, bonding weapon with wielder. A 
bulbous eye sits where the gunsight should be, its gaze flicking from 
potential target to potential target. 

From beneath its cracked, tusked helmet it addresses you in a voice 
that sounds as if it’s formed from the bubbling of a thousand cesspools. 

‘Iam Korpharact the Contaminated, Enslaver of the Belthrax Stars, 
Infector of the Screaming Skulls Chapter, Champion of the Eter- 
nal Test and new master of this world.’ Wails and sobs rise up from 
among the Cadian ranks. ‘Now bow down and swear fealty to me and 
to the Lord of Decay, or suffer my wrath.’ 


If your Purity points total is less than 5, turn to 60. 
If your Purity points total is 5 or more, turn to 240. 
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Rounding the bend, this tunnel too develops a gradient, but not 
to the same severity as the parallel sewer line. Pressing your palms 
against the slick sewer walls for balance, you make steady progress 
along your new route. You pause from time to time to listen out 
for any sound of threat in the passageway ahead, and on one 
occasion you hear gentle rhythmic splashes getting closer to you. 
Just as you are about to draw your weapon a rat half-scurries, 
half-swims past you and disappears down the tunnel you've just 
walked down. Eventually, and without any more false alarms, 
the tunnel reaches another bend and you can only proceed for 
another few metres before it comes to an end with a sheer drop 
down into a new tunnel. 

Just as you've committed to the drop, the sound of the living dead 
rings out down the tunnel. You land at the bottom, drawing your 
weapon just as a pair of zombies advance on you. 


Turn to 258. 


130 


You approach the set of plasteel double doors, once again raising 
your weapon in preparation for any zombies that may be behind 
them. Opening up the biggest gap you dare, you peer through into 
what looks like an identical corridor to the one you're currently 
standing in, with one big exception — the corridor behind these doors 
is occupied by three zombies! 

You've come too far to turn back now and, gritting your teeth, you 
burst through the door and charge the unholy trio. 


Turn to 388. 


5 | 
Deciding against heading back out into the deluge of zombies infest- 
ing the piazza, you pull all of the deadbolts into place behind you, 
effectively trapping yourself here in this house of the dead. 


Turn to 172. 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn't do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit’s power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn't look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 72. You can use a power pack from your 
currently equipped weapon if you like. 

Otherwise, turn to 178. 


153 


Of the 7 cultists who began the ritual, only 3 remain. 


3 Cultists 


S 
Clubs . xl 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you defeat the heretics, turn to 257. 
If the cultists defeat you, turn to 179. 
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Despite what appears to be decades of rust caking the part of the lever 
where it joins the mechanism, it gives way with surprising ease and 
the small hatch at the base of the chamber slides open with a metallic 
thud that echoes up and around the vast round chamber. 

The second lever is jammed firm, but with more than a little help 
from Claudus you eventually manage to dislodge the conglomeration 
of rust and, with an ear-splitting creak, pull open the large hatch up 
above you. Instantly the chamber begins to fill with the water cascading 
down from the large hole in the wall above but, rather than filling too 
quickly, the small aperture you opened previously acts as a drain and 
the water level rises at a pace you can both comfortably float up with. 

Swimming over to the wall opposite the water's source, you position 
yourself below the third lever and begin pulling at it as soon as it comes 
into reach. After giving it several forceful tugs it still hasn’t budged, and 
with the water level rising your efforts become more and more frantic. 
With the rising sewage threatening to inundate you, the lever finally 
gives a little and the sound of metal scraping across stone rings out from 
above. Glancing upwards, you see that the hatch has only half-opened. 

Gently easing you out of the way, Claudus joins you and begins heav- 
ing at the lever. For what seems like forever, but is actually just a few 
scant seconds, you both try to dislodge the stubborn lever but it doesn’t 
shift at all. With the water threatening to inundate you, Claudus shoves 
you out of the way with more force this time, causing you to release 
your grip on the lever and be carried upwards by the rising tide. You 
try to swim back towards him but through mouthfuls of water he yells 
at you to leave him, and with the top of the chamber approaching rap- 
idly, you position yourself under the half open hatch. 

With only half a metre to spare, the hatch finally swings open com- 
pletely and you clamber through it, grateful to find a metal ladder 
leading up a shaft towards another hatch. With the water level rising 
faster through such a small tunnel, you're relieved to find that the 
hatch above gives way easily and, as the water catches up with you, 
you find yourself being pushed up by the water pressure through the 
hatchway and onto the street above. 

You wait there, expecting Claudus to poke his head out at any sec- 
ond, a dopey grin on his face and pathetically grateful that you’ve 
waited for him, but he never appears. 

Saddened by the death of your ally, you resolve to continue on. 


Turn to 341. 
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Initiative: You 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsmen, turn to 313. 
If you lose the combat, turn to 254. 


156 


You fall to your knees as a clawed hand rakes across your throat, and 
your lifeblood begins to spray forth and mingle with the filthy sewer 
water. Putting your hands to your neck in a futile effort to stem the 
flow, the mutant zombie pounces upon you and begins to feast upon 
you with both its mouths. 


Your adventure is at an end. 


BY 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit's power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 348. You can use a power pack from your 
currently equipped weapon if you like. 


Otherwise, turn to 192. 


1538 


As the second corpse falls to the floor, three more zombies round the 
corner at the end of the hallway, no doubt drawn by the sounds of 
battle. 


Turn to 236. 


159 


The last zombie crashes to the floor of the sewer with a sickening wet 
thud, and the three of you stand there facing each other, breathing 
heavily. After a few minutes, Petchra purses her lips and shakes her 
head at both of you before heading off down the tunnel that leads 
West and back onto the route she was initially trying to take you 
along. Claudus looks at you apologetically as you pass him and fol- 
low his companion, though no words pass between you. Forlornly he 
too follows down the tunnel, leaving the scene of avoidable carnage 
in your wake. 


Turn to 293. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you — Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


You have finished searching the Command Centre. Turn to 393. 
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A decisive kill-shot to the second zombie’s head finishes it off and 
its decapitated corpse slumps to the cell floor. Just to make sure, you 
put a las-bolt through the head of the other zombie — mark this off 
the ammo total on your Adventure Sheet - and then hesitantly kick out 
at them, worried that what has returned from the dead once may rise 
again. 


Turn to 304. 


162 


The tunnel continues for several hundred metres before a solid plas- 
teel door abruptly blocks your passage. A rusty lever protrudes from 
the wall alongside it, and, throwing all of your weight behind it, you 
slowly manage to pull it all the way down and open the heavy door. 
Weapon at the ready in case cultists or the undead await you on the 
other side, you cautiously slip through the doorway and quickly 
reconnoitre the new chamber. Just as you're certain that no obvi- 
ous dangers lie in wait for you, a loud metallic scraping noise from 
behind you startles you, and you turn just in time to see the door 
slam shut. Frantically you look for a door lever but it must be a one- 
way door as there are no controls on this side. 

With your way back blocked, you return your attentions to the 
new chamber. Unlike the previous one, the gantry only extends a 
few metres around the curve before ending in a set of metal lad- 
ders down onto the floor of the chamber. Apart from the door that 
just closed behind you, there are two hatches set into the walls of 
the chamber - a small one at ground level, and one three times 
larger set halfway up the tall chamber about ten metres from the 
ground. Both of these hatches look rusted and the stonework below 
the larger hatch is smooth and slick, as if it has been worn away 
over time by running water, some of which you can see trickling out 
from the sides, the hatch not quite big enough to completely cover 
the opening it sits over. There is also a hatch set in the centre of the 
chamber’s ceiling just about large enough for a normal-sized man 
to fit through. 

Twenty metres below the hatch, on the floor of the chamber, sit two 
levers — one large and one small - and halfway up the chamber sits 
another lever directly facing the large hatch. If you could somehow 


open the hatch in the ceiling and fill the chamber with water, perhaps 
you might be able to float up and escape... 


To pull the small lever, turn to 195. 
To pull the large lever, turn to 35. 


2 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you win, turn to 274. 
If the zombies defeat you, turn to 27. 


OVI0 JH 30 JAH 


HIVE OF THE DEAD 


164 


Screaming as the flames roil across his body, the smouldering body 
of the cultist falls to the ground and twitches briefly before expiring 
completely. 

Kicking the corpse to ensure that it is truly dead - though recent 
experience tells you that this is a relative term - you move to examine 
the door. Though unlit, enough light pours in from the freight tunnel 
to illuminate what lies on the other side, and you find the start of a 
metal staircase that, presumably, leads down into the hive city below. 
Assuming that the cultists were going to use this route to launch a 
surprise attack on the shuttleport, you look around for anything that 
you could use to barricade it. Drawing a blank in the sparse corridor, 
your only alternative is to try to collapse the doorway somehow to 
make it unusable. 

As much as it pains you to do it, no doubt being a valuable weapon 
in the battle to come, you remove the flamer from your back and set 
it against the frame of the open door. Retreating a safe distance down 
the corridor, you take aim at the flamer’s fuel tank and shoot. The 
heatwash and shockwave from the ensuing blast knock you off your 
feet, but when you pick yourself up off the floor you allow yourself 
a small grin at a job well done. The servants of the Archenemy won't 
be ambushing you via this route anytime soon. Remember to mark the 
flamer off your Adventure Sheet. 

Aware that the rescue shuttles must be due shortly, you return to the 
shuttleport. 


Turn to 65. 


165 


You swing the door open and hover at the threshold for a few sec- 
onds to make sure no nasty surprises await you inside. Certain that 
you are not in immediate danger, you enter the spartan hab unit. 

Just like the hallway outside, the interior is sparse with just the bare 
necessities a person needs to survive from day to day: a bed, a stove, a 
shower, a table, a chair and a locker in which to hang items of cloth- 
ing. There isn’t even a rug to cover the cold, hard floor. 

Other than the usual ephemera you would expect to find in living 
quarters — picts of family members, items of clothing, a few trashy 
works of fiction — the only item that is of any possible use to you is a 


book of matches with seven remaining unlit. Remember to mark them 
down on your Adventure Sheet if you take them. 

Closing the door behind you, you continue down the corridor and 
around the next bend. 


Turn to 52. 


166 


With guile akin to that of a pickpocket, you very cautiously begin 
to slide the lasgun from out of the dead Guardsman’s hand, all the 
while expecting his eyes to flick open or a hand to reach up and grab 
you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 


Uo 


Turn to 231. 


‘Hey - tall, fat and ugly! Why don’t you put that shuttle down and 
come over here and play?’ 

Your voice amplified by the Sentinel’s vox-unit, you raise one of the 
lifter arms and wave it in a beckoning motion. Its attention distracted, 
the daemon gives a filthy chuckle and relinquishes its grip on the 
shuttle before waddling across the landing platform to meet you on 
the field of battle. 


Turn to 213. 
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Despite their sheer weight of numbers, the stinking rabble moves 
with all the speed of a wounded grox, and you are able to reach the 
building without any impediment. The door swings open easily with 
a firm barge from your shoulder and you find yourself in a dimly lit 
room. Various packing boxes litter the floor, and you begin to pull 
them in front of the door in an attempt to form a makeshift barri- 
cade. The boxes clatter with the sound of glass bumping against glass 
as you drag and stack them, but you have no concern for the well- 
being of the contents when your life is at stake. 

You have just positioned the last of the boxes in front of the door 
when the horde arrives and commences banging at it with dead 
hands. The packing boxes do their job but with every impact on the 
door, your barricade shifts slightly. It won’t hold for much longer so 
you need to find a way out of the building. 

The most obvious exit is a flight of stairs that you presume leads to 
the roof, but on closer inspection you find a trapdoor in the floor that 
can only lead to a cellar. 


To head for the roof, turn to 344. 
To descend into the cellar, turn to 30. 


169 


The walls of this particular section of sewer are matted with thick 
fronds of lichen which give off an eerie green glow. After sixty metres 
or so, the tunnel makes an abrupt ninety-degree turn. 


To head East, turn to 243. 
To go South, turn to 350. 


170 


As the rank stench of decomposition grows stronger, so the smoke 
grows thinner and you wonder if, despite being dead, the undead 
retain a survival instinct that drives them away from danger? 

You've no more time to ponder this as, from a doorway about a 
hundred metres further down the street, zombies spill forth until 
there are half a dozen blocking your progress. Instead of advancing 


on you, they just stand there, fixing you with their dead stares. Per- 
haps your theory is correct and they don’t want to get any closer to the 
burning section of the commercia district than they have to. 


To turn back and head in the opposite direction, turn to 356. 
To tackle the zombies blocking your path, turn to 56. 


141 


Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet — but 
your satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 115. 
If the Guardsman defeats you, turn to 49. 
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The foyer of the mortuary is dimly illuminated by what appears to be 
emergency lighting, the dull red glow adding a bloody tinge to the 
white-tiled walls and ceiling. Other than the door to the piazza which 
you've just locked behind you, there is only one exit from the foyer 
via a set of double doors set into the wall next to a reception desk. 

The remains of an Imperial Guardsman lie just behind the main 
entrance door, and although the body is in poor shape, its equipment 
appears to be intact. 


To exit via the double doors, turn to 373. 
To search the Guardsman’s body, turn to 84. 
To search the reception desk, turn to 285. 


Zombie Dog 


Initiative: Zombie Dog 
Saves: None 
Advanced Rules: Skip straight to Close Combat 


If you defeat the creature, turn to 244. 
If the zombie hound gets the better of you, turn to 287. 


G4 


With guile akin to that of a pickpocket, you very cautiously begin 
to slide the lasgun from out of the dead Guardsman’s hand, all the 
while expecting his eyes to flick open or a hand to reach up and grab 
you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 2 


Having completed your search of the Command Centre, it is now 
time to leave. Turn to 393. 


| WE 


This jump provides none of the problems the previous one did and 
your feet come firmly to rest on a layer of shale atop a large, flat roof. 
A gigantic water tower dominates the far end, and as you begin to 
take a look around you notice shapes moving beneath it. Not seeing 
any obvious exits from the roof, you advance cautiously to enable 
you to get a better look. 

You've covered barely a dozen paces before you hear a moan and 
three zombies advance upon you. 


Turn to 69. 


146 


The tunnel on the right is much the same as the previous one, though 
several of the lume globes are broken, reducing the quality of light 
in this section. About halfway down the tunnel, you notice a door 
set into the wall — possibly the entrance to a parallel service tunnel. 


If you want to open the door, turn to 374. 
To continue along the tunnel, turn to 312. 
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A lone Imperial Guardsman is no match for a pack of the walking 
dead, and in spite of your best efforts you eventually buckle under 
their relentless onslaught. You're still fighting as you're dragged down 
to the floor, and as you enter death’s embrace you realise that the 
shrill sound you can hear is your own screams. 


Your adventure is at an end. 


173 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 201. 


179 


Although you did your best to halt the profane ritual, you crash to 
floor bleeding from scores of wounds, unable to carry on the fight. As 
you lie there on the threshold of death, you feel yourself being lifted 
up and wonder if one of the Emperor's saints has come to carry you 
to their side, but as you feel the cold stone of the altar at your back 
and the straps tighten around you, you realise that your life is going 
to end as the cult’s next sacrifice. 


Your adventure is at an end. 


130 


Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 
Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 


and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and 
setting that too ablaze. On yet another screen, what appear to be 
Imperial Guardsmen stationed behind a barricade loose off a volley 
of shots into a tide of zombies. Though scores of the undead fall to 
each barrage of las-fire, the press of reanimated corpses pushes inex- 
orably on and, although you are relieved to know that you’re not 
the only survivor of this horror, you wonder how long the others 
will be able to hold out. The only clue to the Guardsmen’s location 
is the wreck of some kind of aerial craft that forms part of their bar- 
ricade. Have they crash-landed somewhere in the city? Are they at 
a shuttleport? The answer lies somewhere beyond the Command 
Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 85. 
If you decide to leave it where it is, turn to 353. 
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Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet - but 
your Satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 203. 
If the Guardsman defeats you, turn to 49. 


182 


The zombie falls back down the stairs, its putrid body breaking and 
bursting as it impacts against the rockcrete steps. 

You finish climbing the first flight of steps and as you round the 
bend of the second stairwell, you are forced to shield your eyes against 
the light from the top of the stairs. Moving towards its source, your 
nostrils begin to fill once more with the unpleasant tang of smoke 
and, blinking, you emerge onto the flat roof of the mortuary. 


Turn to 354. 


183 


With guile akin to that of a pickpocket, you very cautiously begin 
to slide the lasgun from out of the dead Guardsman’s hand, all the 
while expecting his eyes to flick open or a hand to reach up and grab 
you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 3 


Turn to 239. 


134 


The ground you are sitting on begins to vibrate ferociously, and you 
are just wondering if this is part of the creature’s attack when you 
make out the sound of an engine from somewhere behind the mon- 
ster. It turns to face whatever is approaching, and as a searchlight cuts 
through the cloying mist, the beast raises a limb to shield its eyes, as 
if unaccustomed to light. A moment later, a Chimera armoured per- 
sonnel carrier appears from out of the mist and halts several metres 
down the street. Caught between you and the armoured vehicle, 
the sickly-hued monster remains frozen in the illumination of the 
searchlight. Too late it realises what is about to happen, and only 
makes to move as the Chimera’s pintle-mounted stubber trains itself 
in the creature’s direction. 

You cover your ears as the stubber opens fire, shredding the warp- 
spawned abomination in a hail of shells. After a short burst, the 
weapon ceases firing and the beast’s still-twitching corpse falls to the 
ground. The top hatch of the Chimera opens and a helmeted Cadian 
pops up and cautiously peers around to ensure that no more of the 
creature’s kind lie in wait. Shouting to be heard over the carrier’s mas- 
sive engines, he calls down to you. 

‘Need a ride?’ 


Turn to 369. 
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Hoping that you'll be able to outpace the wretched beast, you turn 
and flee down the corridor. You've only made it a few metres, how- 
ever, before the next window along bursts out in an explosion of 
glass. Using your arm as a shield to prevent any of the shards from 
lacerating your face, you lower it to find yourself facing a second 
zombie dog. Both creatures let out a snarl and begin to advance on 
you. 


Turn to 101. 


136 


You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To examine the scanners and pict screens more closely, turn to 280. 


18% 


Although you fought valiantly, your efforts have come to nothing, 
and despite dying alone your undeath will be far from lonely. 


Your adventure is at an end. 


183 


For the second time today, you feel yourself regain consciousness 
and, just like the previous time, your first action is to expel the 
contents of your stomach, which in this instance proves to be water 
instead of vomit. 

‘Look, Petchra. I told you he was still alive,’ somebody says just 
beyond view. The voice is friendly and innocent and the way it 
emphasises ‘told you’ gives it a childlike quality. 

‘Pah! You would have been better letting the wretch drown, rather 
than letting him suffer what’s happening to this city. He’ll not thank 
you for it, Claudus. His sort never do,’ says a different voice, female 
this time with a harsh, rasping lilt to it. 

Groggily, you raise yourself up to a sitting position, and the sight of 
your rescuers does an admirable job of clearing your head. Scrabbling 
around for your weapon, you find it lying next to you and point it at 
the two mutants standing before you. The woman has milky-white 
blind eyes and is wearing a stained bandana around her forehead and 
a smug smirk on her lips. Her companion, a brute of a man with a 
tiny misshapen head, looks at you with wounded annoyance. 

‘See, told you,’ says the woman, mimicking her friend's earlier into- 
nation of ‘told you’. ‘Well, come on then. If we're going to do this, we 
might as well get it over with,’ she continues, drawing a curved blade 
from the waistband of her breeches. 


To battle the mutant duo, turn to 93. 
To lower your weapon and talk to them instead, turn to 338. 


189 


Weapon primed, you throw open the door and take a step back as 
you are greeted by seven slavering zombies awkwardly removing 
themselves from the gloom beyond. 


Turn to 349. 
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Perching yourself atop one of the Chimeras used to form the bar- 
ticade, you lie there, finger hovering over the firing stud of your 
weapon, awaiting the inevitable assault. The Guardsmen in the sentry 
tower away to your right continue to take down zombies two and 
three at a time, but the numbers pressing against the gate are almost 
at critical mass. 

Suddenly, the gate gives way and the necrotic tide it had been dam- 
ming sallies forth onto the shuttleport landing platform. The air 
around you fills with the heat and noise of las-fire, and the first wave 
of zombies goes down under the unrelenting barrage. Yet more of the 
walking dead spill through the gates, intent on adding you and your 
Cadian brethren to their ranks, but still they fall to your guns. As the 
bodies pile up, even more zombies pour forth, but your barricade is 
built high and strong and, penned in as they are, the zombies make 
easy targets. 

New enemies join the fray: plague cultists, diseased humans not 
unlike the undead but retaining that all-important spark of intellect, 
and with them bulbous, horned daemon-things giggling and gurgling 
in delight at the slaughter. 

‘Concentrate your fire on the cultists and daemons!’ yells the colo- 
nel from further along the barricade, and a concentrated salvo of 
weapons discharge cuts down nearly a quarter of their ranks. 

The noise of battle is drowned out by the shrill whine of engines 
as the first of the shuttles arrests its descent and comes to rest on 
the landing platform. The first batch of evacuees - the sick and the 
wounded - rush towards the lowering boarding ramps, and within 
the space of less than two minutes they are all aboard and the craft is 
able to lift off once more. 

Yet more cultists and gurgling daemons attempt to charge your 
position but, without the sheer volume of zombies to draw fire away 
from them, they are eliminated with ease. 

The second shuttle makes its landing behind you and another group 
of Guardsmen abandon their positions and run to board it. Another 
noise above that of the shuttle’s engines distracts you, and you turn 
to see cultists pouring in from a side tunnel, autoguns blazing in an 
attempt to open up a second front behind you. Several of the escap- 
ing Guardsmen go down before opening up on the cultists with their 
own guns. Confident the barricade you reinforced so well is doing its 
job, you divert your fire towards the cultists behind and find Colonel 
Krassek doing exactly the same. 


‘Run for the shuttle!’ he calls out to the retreating Guardsmen before 
opening fire once more. ‘Trantor and I have you covered.’ 

Mopping up the last of the cultists, the second shuttle fills with 
Guardsmen, and as the boarding ramps retract, it hovers away from 
the platform. You turn to ask Colonel Krassek why he just called you 
Trantor, but his attention is elsewhere. The cultists and daemon-things 
have backed away from the shuttleport entrance, and something else 
— something big - is advancing upon the Imperial lines. 


Turn to 148. 


ID! 


The wooden lid comes away easily and in among a prodigious 
amount of packing material you find what feel like empty glass bot- 
tles. Many are broken and the lack of light means that you cut your 
hands on several occasions as you manage to gather together 6 bot- 
tles that are intact. Mark off 1 Wound on your Adventure Sheet for the 
lacerations on your hands. 

The sound of the zombies above is getting louder, as if the entire 
reanimated population of the hive is trying to fit in there. Other than 
the certain suicide of returning to the room above, the only means of 
escape from the cellar is via the grate. 


Turn to 265. 


192 
You are in the Command Centre. What would you like to do? 


To exit the Command Centre, turn to 393. 
To see what lies beyond the small metal door, turn to 256. 
To examine the scanners and pict screens more closely, turn to 395. 
To see if there is anything useful lying on 
any of the tables, turn to 298. 
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The next rooftop is smaller than the previous one but is dominated 
by a huge glass pyramid, leaving only a narrow walkway running 
around the perimeter of the roof. 

Pressing up against one of the enormous panes that forms the pyra- 
mid, you look down into the building below and are amazed to see 
that there are people inside. You are just about to bang on the glass 
and draw their attention when you notice that something is amiss. 
The building is lit by flaming braziers, and curious symbols that 
cause you to feel nauseous and your head to spin are daubed in what 
appears to be blood on the floor below. The people milling about 
are all garbed in filthy sackcloth robes and are gathered around what 
looks to be an altar. 

As you stand there transfixed, the crowd begins to murmur loudly 
and a channel parts among them allowing another, more ornately 
robed, figure access to the altar. Behind him come two morte similarly 
attired figures leading a naked man bound in manacles. The prisoner 
screams and the two men following him keep prodding him with 
what appear to be bladed weapons. The naked man is pushed onto 
the altar and quickly bound with leather straps by his captors. The 
man in the ornate robes raises his arms and begins chanting an incan- 
tation in some vile language that causes your ears to ring and nostrils 
to begin trickling blood. Thankfully for you, his speech is brief but, 
tragically for the man strapped to the altar, it culminates in the robed 
man removing a concealed dagger and plunging it deep into his pris- 
oner’s chest. You've uncovered a nest of cultists! 

The entire congregation moves forward towards the sacrifice and 
begin smearing themselves with his blood, painting more of the 
arcane symbols on their chests and foreheads. The ritual is not yet 
complete. 


If you have bottles filled with promethium and wish to use them as 
improvised grenades, turn to 90. 
lf you don’t have any promethium, or don’t wish to use it, but still 
want to stop the ritual, turn to 292. 
If you want to leave the cultists to their grisly business and move to 
the next rooftop, turn to 389. 


194 


You half-expect to encounter another feasting zombie like you did 
the last time you rounded a bend, so you creep through the doors 
and edge around the corner with your weapon held out in front of 
you. Relieved to find that you're the only occupant of this particular 
corridor, you approach the doors at the end and peer through the gap 
to reconnoitre the next corridor. 


Turn to 108. 


195 


Despite what appears to be decades of rust caking the part of the lever 
where it joins the mechanism, it gives way with surprising ease and 
the small hatch at the base of the chamber slides open with a metallic 
thud that echoes up and around the vast round chamber. 


To examine the tunnel revealed by the small hatch, turn to 345. 
To pull the large lever, turn to 68. 


196 


Making haste over the rubble-strewn street, you become aware of yet 
another sound entering the mix: a clacking sound like claws being 
scraped across stone. 

You turn in the direction of the new sound, and swear you can make 
out the shadow of something small moving awkwardly on all fours in 
the distance behind you. 

Without warning, the street terminates in a T-junction, forcing you 
to choose whether to take the street to the right or the one to the left. 


To take the right-hand fork, turn to 62. 
To head left instead, turn to 311. 
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Approaching the bend, you make out the distinctive low moans of 
zombies coming from the corridor beyond. Poking your head around 
the corner as much as you dare, you see a pair of zombies roaming 
aimlessly along the hallway. Prepare for battle! 


Turn to 82. 


193 


Splashes echoing along the tunnel every time you take a step for- 
wards, the passage proceeds for fifty metres or so before coming to 
an intersection. The North and South exits both lead to three-way 
junctions. The way East heads to another four-way junction while the 
route West ends in a sharp bend that turns South. 


To go North, turn to 230. 
To take the East exit, turn to 397. 
To head South, turn to 63. 
To take the West tunnel, turn to 276. 


199 


Allowing the reanimated jailer to get the drop on you proved to be 
a fatal mistake, and as he crushes the life from you, more zombies 
emerge through the doors of the cellblock. As you finally lose con- 
sciousness, your last thought is that your flesh will become a feast for 
the undead horde. 


Your adventure is at an end. 


200 


You fight bravely, but ultimately the combined efforts of three zom- 
bies prove too much for you. Bleeding from multiple wounds, you 
collapse to the floor, mercifully blacking out before your flesh is con- 
sumed by the walking dead. 


Your adventure is at an end. 


201 


The small metal door opens easily and you find yourself in an artifi- 
cially lit, white-tiled room. A gurney sits in the centre of the room atop 
which lies a male corpse, dressed in a uniform similar to your own. 
The walls are lined with locked glass cabinets, within which you can 
see all manner of pills and vials. You deduce this must be a med-bay. 
Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard-issue 
Imperial Guard medi-pack. Even closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want to 
acquire the medi-pack then your only option is to break the glass door. 


If you want to break the glass, turn to 50. 
Otherwise, your only remaining option is to exit the 
Command Centre. Turn to 393. 


202 


Boots crunching on the gravel surface, you come to land on the 
next roof. The building you're standing on top of is vast - almost 
the equal of the cathedral back in the piazza - and the smell of the 
smoke intermingles with a harsh chemical tang. There are ladders at 
one end that lead up to a higher section of roof, and in the absence 
of any other safe ways off, this is where you head. 

Several large tanks are positioned haphazardly across the higher 
rooftop, and after scrutinising one closely, you realise that they con- 
tain liquid promethium. This must be some kind of processing plant, 
converting the liquid into gas to power manufactoria and heat dwell- 
ings. One of the tanks towards the middle of the rooftop is leaking 
slightly and if you have anything to contain the liquid, such as bot- 
tles, then you may take some. Remember to mark down how many bottles 
you fill on your Adventure Sheet. 

There are three buildings within jumping distance, but two of them 
are so far below that jumping to them would be a surefire way of kill- 
ing yourself. The third rooftop is only a short hop away to the left, but 
you've also found a ladder that leads the long way down to street level. 


To jump to the next roof, turn to 193. 
To head down to the streets, turn to 319. 
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The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 358. 


204 
The abominable thing you've just fought keels over with a scream 
before slowly melting in a bubbling, flesh-coloured puddle on the 
sewer floor. Taking a few moments to recover, you continue on down 


the corridor. 


Turn to 386. 


205 


2 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you avenge the death of a loyal Imperial servant, turn to 61. 
If you become dessert for the zombies, turn to 19. 


206 


With a scream of disbelief, the Plague Marine topples to the ground, 
green ichor squirming from the scores of wounds you have inflicted 
upon his bloated body. The surviving cultists, bloody from battling 
your fellow Cadians, cease fighting at the sight of their master’s 
demise and begin to flee. The plague zombies, however, lacking both 
intellect and emotion, remain unaffected. 

The howl of sub-orbital engines presages the arrival of the final 
transport and, firing at the unstoppable zombie horde as you retreat, 
you run towards the last shuttle out of Subiaco Diablo. You're relieved 
to see that Lostromo and Krassek have both survived the final battle 
and are heading for the boarding ramps, though the colonel is hav- 
ing to support the captain, who appears to be having trouble moving. 
You've just reached the closest boarding ramp when you hear a cry of 
agony from behind you. 

Spinning around, you catch sight of Lostromo - or at least what was 
once Lostromo — sinking his teeth into Krassek’s neck. The colonel 
falls backwards and instantly the reanimated cadaver of the captain is 
upon him, trying to gorge upon his flesh. 


Turn to 107. 
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2 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close combat 


If you are victorious, turn to 14. 
If the zombies win, turn to 238. 


2038 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 368. 
To examine the scanners and pict screens 
more closely, turn to 17. 


209 


Though the controls are awkward at first, you soon find yourself 
able to operate the Sentinel with a degree of deftness. Confident in 
your command over the walker, you look around to see if there is 
anything within the shuttleport that could be used to reinforce the 
barricade. 


Tucked away against one of the vast hangar walls sits a pile of spare 
parts that look like they've been salvaged from shuttles and fliers. 
Although most of them are too small to be worth bothering with, 
there is a large aircraft wing that could be used to reinforce the bul- 
wark. Apart from that, the only other thing you can see that might be 
of any use is a damaged half-track freight hauler that sits alongside 
Colonel Krassek’s Salamander command vehicle. 


To add the wing to the barricade, turn to 305. 
To move the freight hauler into position, turn to 132. 


210 


You step into what you assume is another corridor, but it is difficult 
to tell as there is a complete and utter absence of light. Working on 
the assumption that this is an identical corridor to the one below it 
on the first level of the building, there should be doors in both walls 
with a set of double doors at the end, but you'll have to feel your way 
along to be sure. 


To stick to the left wall and move 
along the corridor, turn to 10. 
To work your way along the right wall, turn to 229. 


211 


Bathed in hazy light from the grilles set high up in the roof of the 
sewer, you wend your way along the tunnel, stopping occasionally to 
cough when the combined stench of effluence and smoke from the 
streets above becomes too much for you. Eventually you find your- 
self at a four-way junction with two of the exits leading to three-way 
junctions — East and South - and the other two making their way to 
four-way junctions — North and West. 


To make your way North, turn to 135. 
To go East, turn to 282. 
To take the South tunnel, turn to 380. 
To head West, turn to 397. 


(VI0 3H 40 JAH 


HIVE OF THE DEAD 


212 
After a little trial and error, you eventually find the right key and 
unlock the cellblock doors. Apprehensively, you push open the doors, 
not knowing what awaits you on the other side, though hoping that 


whatever lies beyond will yield some answers to who you are and how 
you came to find yourself in a prison infested by the living dead. 


Turn to 248. 


213 


Great Unclean One 


Weapon: 


Plagueblade . x0.5 


Initiative: Great Unclean One 

Saves: Daemonic Hide (3) 

Advanced Rules: Skip Ranged Combat. You use the profile below 
instead of the one on your Adventure Sheet 


Sentinel Powerlifter 


Lifter Claws x x0.5 


Saves: Armour plating (4) 


If the daemon kills you within the first 3 rounds 
of combat, turn to 26. 
If you manage to avoid dying for 3 rounds, turn to 400. 


214 


As the third zombie goes down, you deliver a swift kick to its head, 
collapsing its skull with a satisfying crack. All three zombies wear 
matching oil-stained orange overalls, and the pungent stench of 
decay mingles freely with promethium. It’s unlikely that there would 
be a promethium mine within a hive city, so perhaps these men were 
employed at a processing facility. 

Pushing the thought aside, you venture on down the hallway and 
around the next corner. 


Turn to 361. 


215 


Once again sliding down on your back, this tunnel runs a lot longer 
than the first one and, just when you're beginning to wonder if it'll 
ever end, it spits you out into another tunnel. You barely have time 
to catch your breath before a moan emanates from further down the 
sewer pipe, and a hulking form shambles towards you. As the zombie 
gets closer you realise that the thing has four arms, all of them termi- 
nating in lethal claws. This must have been another mutant before 
joining the ranks of the undead! 


Turn to 357. 


216 


The last of the zombies hits the ground, and you slump to your knees 
in exhaustion surrounded by body parts and entrails. As you wait 
there gathering your breath, you wonder if the red tinge to your skin 
and uniform is from the dull light being cast by the emergency light- 
ing, or from your own wounds. 

Eventually, your breathing returns to normal and, rising to your 
feet, you take a look inside the room in which the zombies were loi- 
tering. Apart from several well-gnawed limbs, there is nothing of any 
use, and you decide to continue though the double doors. 


Turn to 333. 


QVI0 3H 40 JAH 


HIVE OF THE DEAD 


21% 


The sewer line runs for about half a kilometre before opening out 
into a four-way junction. The route straight ahead begins to slope at 
a sharp gradient and fast-flowing water runs down it at knee height. 
The routes to the left and right run flat, but both seem to come very 
quickly to bends. 


To advance forwards down the slope, turn to 28. 
To turn right, turn to 365. 
To opt for the tunnel to the left, turn to 149. 


218 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 317. 
If you want to let the dead commissar rest in peace and do 
something else instead, turn to 178. 


Initiative: You 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombies, turn to 364. 
If you succumb to the undead, turn to 66. 


220 


Stepping back out onto the smoky streets, you are once again con- 
fronted by the wall of the hive away to your right and can only head 
left and out of the commercia district. 

The rolling smoke banks become thicker and more cloying the further 
down the street you go, and after a while undamaged commercia units 
give way to be replaced by fire-damaged shells and collapsed buildings. 
Soon the road itself becomes littered with rubble and you are forced to 
pick your way carefully through scattered masonry and partially melted 
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metal. A particularly dense patch of smoke engulfs you, and as you 
emerge from it choking, you find yourself facing the ruins of what was 
once a bridge or overpass completely blocking your path. 

Fortunately, the bridge doesn’t appear to have sustained any fire 
damage and you can make your way over the mangled wreckage of 
rockcrete and plasteel without fear of burning yourself. Making it to 
the other side, you sit upon a flat section of debris for a while to catch 
your breath. You realise how parched your throat has become in all this 
smoke, and decide to look around for something to drink. You are just 
in the process of gathering your things when from somewhere under 
the cover of smoke comes a foreboding chorus of zombie moans. 

Time to move. 


Turn to 124. 


221 
Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet — but 
your Satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 
Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 95. 
If the Guardsman defeats you, turn to 49. 


229 


Trying to make as little noise as possible, you tread carefully down 
the steps and begin to sprint in the direction of the nearest door. 

Youre only five metres away when a set of hands reaches out from 
behind a dormant incinerator and pushes you to the ground. Sprawl- 
ing backwards on the hard floor, you raise yourself to a sitting position 
and look up at the advancing zombie. As you raise your weapon and 
point, another moan sounds from behind you. Turning your head, 
you find yourself trapped between two of the walking dead. 


Turn to 163. 


22: 
Ultimately, you were never going to be a match for seven cultists, and 
just before the deathblow is administered one of them leans down to 
you and whispers into your ear what their ritual was in aid of. Your 
mouth is still open wide in a scream as your head parts company 
with your body and rolls away across the chamber floor. 


Your adventure is at an end. 


224 


The servitor is no match for you, and its body lies sparking and 
twitching on the ground as its life drains away. From outside the 
cathedral you hear the distant echo of moans and grunts. It sounds 
like zombies are grouping in the piazza. 


If you still wish to loot the preacher's corpse, turn to 352. 
If you want to make a quick getaway before more zombies can 
assemble outside, turn to 136. 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are 
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dismayed to discover that the corpse has come to rest on what 
appears to be a map of the city, while one of its dead hands grips 
what is clearly an Imperial Guard codebook. The only way to retrieve 
either item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 44. 
If you want to let the dead commissar rest in peace and do 
something else instead, turn to 353. 


226 


Zombie Dog 


Initiative: Zombie Dog 
Saves: None 
Advanced Rules: Skip straight to Close Combat 


If you win, turn to 391. 
If the zombie dog beats you, turn to 287. 


Zombie 


Initiative: You 

Saves: None 

Advanced Rules: After the first Combat Round, move to Close 
Combat 


If you defeat the lone zombie, turn to 182. 
If you are beaten, turn to 331 


223 
You are in the Command Centre. What would you like to do now? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 325. 
To examine the scanners and pict screens more closely, turn to 180. 
To examine the vox-unit, turn to 309. 


Palms pressing against the cold tiles, you glide your hands over the 
wall searching for a door. You carefully make progress down the 
corridor, until after what you judge to be about six or seven metres, 
your hand comes to rest on the cold metal of a doorframe. You grope 
around in the dark until you eventually find a door handle and qui- 
etly turn it. 


Turn to 327. 
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230 


You advance down yet another sewer tunnel, and after approximately 
seventy metres you emerge into a three-way junction. The South and 
East exits lead to four-way junctions. The tunnel to the West heads 
straight for nearly fifty metres before turning sharply Northwards. 
The constant stream of sewage at your feet also flows Westwards and 
the sound of fast-running water echoes back from that direction. 


To head East, turn to 350. 
To go South, turn to 198. 
To take the tunnel to the West, turn to 126. 


201 
You are in the Command Centre. What would you like to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see if there is anything useful lying on any 
of the tables, turn to 106. 


232 


Weapon in hand, you enter the hab unit ready to attack should the 
inhabitant prove hostile. A sound, not too dissimilar to the moan of 
a zombie but more strangled and subdued, comes from somewhere 
inside. Moving through the living quarters, you train your weapon 
this way and that, anticipating being assaulted at any moment. 
Satisfied that the living quarters are empty, you head for the sleeping 
area, which is where you discover the source of the disturbing sound. 

Strung up in the centre of the room by a length of rope, culminat- 
ing in a noose, is a reanimated female corpse dressed in the same 
orange overalls as the zombies you killed earlier. Swaying and moan- 
ing pathetically, she struggles in vain, not comprehending what is 
happening to her and why she’s suspended a metre from the ground. 

She must have witnessed the initial onslaught of the plague of 
undeath, and sought to take her own life rather than become a victim 
of the zombies. You contemplate what to do as you watch her futile 
attempts to free herself. 


If you want to put her out of her misery, turn to 112. 
If you want to leave her to suffer and be on your way, turn to 396. 


233 


Retracing your steps, you make your way back to the first junction 
and, this time, opt for the tunnel to the left. 


Turn to 351. 


234 


You begin to make your way down the street, ever-vigilant for the 
walking dead. Every few metres you find yourself stopping, con- 
vinced that silhouettes in the smoke are moving towards you, but 
on each occasion it proves to be nothing more than an item of street 
furniture or a lume-globe post. 

Your progress is slow, but having seen what the zombies are capa- 
ble of, your caution is well founded. Eventually the smoke begins 
to thin and the outline of a tall structure becomes apparent above 
the rooftops of the buildings. As you get closer you realise that it 
is the tower of a basilica, and as you get closer still you find the 
street opens up into a small piazza dominated at one end by the 
mighty edifice of an Imperial cathedral adorned with aquilas and 
other holy symbols of the Emperor. The piazza is reassuringly clear 
of zombies — even the smoke doesn’t appear to have penetrated this 
part of the hive city. Two other structures face each other across the 
open square: one looks to be a hab block while the other has the 
appearance of some kind of medical facility. In the very centre of 
the square is a plasteel manhole cover, which may allow you access 
to the sewers. 

The only other exit from the piazza is back the way you came, so 
if you want to make any kind of progress, you'll have to find a way 
through one of the three buildings or enter the sewer system. 


To enter the cathedral, turn to 337. 
To try to find a route through the hab block, turn to 118. 
To explore the building that appears to be a medical 
facility, turn to 308. 
To see if you can make any progress through the sewers, turn to 43. 
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239 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 25. 
If you want to let the dead commissar rest in peace and do 
something else instead, turn to 99. 


236 


3 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you win the combat, turn to 320. 
If you become the latest victim of the undead plague, turn to 381. 


236 


The further along the tunnel you get, the more it opens up until 
eventually it becomes so high that you can’t touch the ceiling even 
by jumping. It continues like this for what you estimate to be a kilo- 
metre before gently starting to curve to the left and descending at a 
slight gradient. 

Just as a sense of security is beginning to set in, it is shattered by 
the sounds of the undead emanating from further down the tunnel. 
Drawing your weapon, you stand there waiting to ambush what 
sounds like a pack of zombies making its way towards you. All sense 
of surprise is lost, however, when the ‘pack’ rounds the bend in the 
tunnel and you are presented with the sight of at least half a dozen 
corpses fused together into one shambling monstrosity. Multiple 
limbs flail purposelessly and its wail is one of anguish, like the 
lament of every dead soul that the thing has repurposed in its blind 
worship of the Lord of Decay. 


Turn to 23. 


238 


Your best efforts are not good enough, and as you perish to multiple 
wounds it is cold comfort indeed to know that you are doomed to 
live again as one of the walking dead. 


Your adventure is at an end. 
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239 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 57. 
To see if there is anything useful lying on any 
of the tables, turn to 218. 


240 


A handful of Cadians prostrate themselves before the Plague Marine, 
only to receive instant benediction from the barrel of Krassek’s bolt 
pistol. 

Korpharact laughs. ‘Such defiance. It seems I may have underesti- 
mated you after all. No matter, your souls belong to Nurgle now, 
dead or alive,’ and with that he raises his bolter with preternatural 
speed and blows the head off the nearest Guardsman. 


Turn to 137. 


241 


The cellar door lifts easily and you are able to clamber down a set of 
metal ladders, landing with a gentle splash on the solid floor below. 
The open door above allows light to bleed into the room, and you 
can see several wooden packing boxes identical to those you used to 
form your barricade. The entire floor is covered in a layer of water, no 
more than a few centimetres deep, which has a faint whiff of excre- 
ment about it. The water looks to be entering the room from a grate 
in the bottom of the back wall, and closer inspection reveals that with 
the metal grate removed, you should be able to fit through the gap. 


To open one of the packing boxes to see what it 
contains, turn to 271. 
To remove the grate, turn to 265. 
To run the gauntlet on the streets of the 
hive city instead, turn to 39. 


242 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit's power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 134. You can use a power pack from your 
currently equipped weapon if you like. 


Otherwise, turn to 393. 


243 


The sewage flows a little deeper and faster here, and your progress 
along the tunnel is slow. After several minutes struggling against the 
tide of filth, you come to another three-way junction. The route South 
culminates in what looks to be a four-way junction, whereas the other 
two tunnels to the East and West both disappear into sharp bends. 


To head along the tunnel to the East, turn to 270. 
To take the tunnel heading South, turn to 135. 
To make your way West, turn to 169. 


244 


With both zombie dogs defeated you continue down the hallway, 
paying extra attention this time to the windows and not just the 
doors. You reach the bend without further incident and look down 
yet another identical corridor, with the sole exception that this one 
ends in a stairway. Still alert for any sign of ambush, you make it 
safely to the end of the hall and ascend the stairs to the next level of 
the hab block. 


Turn to 47. 
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245 


Perching atop one of the Chimeras used to form the barricade, you 
lie there, finger hovering over the firing stud of your weapon, await- 
ing the inevitable assault. The Guardsmen in the sentry tower away 
to your right continue to take down zombies two and three at a time, 
but the numbers pressing against the gate are almost at critical mass. 

With a metallic creak, the gate gives way and the necrotic tide it had 
been damming sallies forth onto the shuttleport landing platform. 
The air around you fills with the heat and noise of las-fire, and the 
first wave of zombies goes down under the unrelenting barrage. Even 
more walking dead spill through the gates, intent on adding you and 
your Cadian brethren to their ranks, but still they fall to your guns. As 
the bodies pile up, yet more zombies pour forth, and the less effect 
the Cadian weapons have in thinning their numbers. 

New enemies join the fray: plague cultists, diseased humans not 
unlike the undead but retaining that all-important spark of intellect, 
and with them bulbous, horned daemon-things giggling and gurgling 
in delight at the slaughter. 

‘Concentrate your fire on the cultists and daemons!’ yells the colo- 
nel from further along the barricade, but the concentrated salvo of 
weapons discharge has little effect, striking only the innumerable 
ranks of the living dead rather than its intended targets. 

The noise of battle is drowned out by the shrill whine of engines 
as the first of the shuttles arrests its descent and comes to rest on the 
landing platform. Determined to be on board the first shuttle, you 
abandon your post and make a dash for the rescue craft. Others do 
likewise and without sufficient numbers to man the blockade, the 
zombies and cultists overrun it and surge onto the shuttleport plat- 
form hot on the heels of the retreating Cadians. Colonel Krassek starts 
to yell orders but is quickly dragged to the ground by undead hands 
that begin to tear at his flesh and consume him alive. 

You're halfway to the shuttle when autogun fire from somewhere to 
the side of you catches you in the thigh and you stumble but retain 
your footing. Dragging your heavy leg along behind you, you turn to 
see yet more Plague Cultists invading the shuttleport platform from 
the freight tunnels. The roar of the shuttle’s engine grows louder as 
it rises from the platform, intent on taking off before the enemy can 
reach it. Agonisingly, you're only a few scant metres away from one of 
the retreating boarding ramps as it rises out of reach and banks gently 
before accelerating away into the night sky, its backwash knocking 
you unceremoniously to the floor. 


Instantly, the bloodthirsty pack of undead are upon you and the 
last thing you see before your eyes are ripped from their sockets is the 
reanimated corpse of what was previously Captain Lostromo feasting 
on your innards. 


Your adventure is at an end. 


246 


Continuing down the street, it strikes you that many of the commer- 
cia units are shuttered, suggesting that either the hive’s inhabitants 
had some warning that the dead were going to rise, or that they left 
their graves on a day of rest. 

Although constantly vigilant, there are no signs of the living, dead 
or undead, and eventually you come to the dead end formed by 
the outer wall of the hive. You are just about to turn around when 
you spot a set of stairs leading up to an elevated walkway that runs 
partway along the street before turning sharply into a large building 
several hundred metres down the road. 


To climb the steps up to the walkway, turn to 129. 
To turn around and head left up the street, turn to 356. 


246 


After another hundred metres or so, the sewer pipe comes to another 
three-way junction with the same three options of North, East and West. 
Once again, Claudus opts for the tunnel heading North and Petchra, like 
last time, stops him and signals for him to continue heading West. 

‘This way’s quicker, though,’ he pleads with her, stamping a foot 
into the stream of sewage flowing underfoot and spraying all three of 
you with filth. 

Wiping herself down, she replies, ‘That way’s more dangerous. 
Plague zombies down there, and plenty of them.’ 

‘How can you possibly know that?’ you challenge. ‘You've not been 
this way yet, so it’s just as likely that if we follow your route then we'll 
encounter more zombies.’ 

‘Please, just trust me on this,’ she says, scratching beneath her sweat- 
soaked bandana. 


To trust Petchra’s instincts and head West, turn to 392. 
To listen to Claudus and take the quicker route North, turn to 109. 
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The double doors swing open and you find yourself in what appears 
to be some kind of Command Centre. Banks of scanner arrays 
and pict screens line the far wall of the room and there are several 
tables with maps and charts scattered across them. The only sound 
is a very faint hiss emanating from a vox-unit off to one side of the 
room. 

Cautiously wandering around, you notice a corpse dressed in 
a smart grey uniform and wearing a peaked cap lying slumped 
against one of the tables. Two chairs that sit facing the scanners 
and pict screens also appear to be occupied by dead bodies, but 
these wear light green uniforms with olive body armour. Glancing 
down at your own attire, you notice that, with the exception of the 
body armour, their uniforms match yours even down to the patch 
on your upper left arm that bears the numbers ‘616’. You must be 
from the same regiment as these men, but why were you locked in 
a cell? 

There are three exits from the Command Centre: the door to the 
cellblock through which you just came, a large ferro-steel blast door 
and a smaller door, also made of some kind of metal. 

What would you like to do? With the presence of the three corpses 
it would not be wise to loiter here. 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 15. 
To examine the scanners and pict screens more closely, turn to 78. 
To examine the vox-unit, turn to 157. 
To see if there is anything useful lying on 
any of the tables, turn to 302. 


Se. FO Se 
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4 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you defeat all four zombies, turn to 316. 
If the zombies get the better of you, turn to 45. 
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200 


Not knowing what awaits you at the end of the tunnel, you lower 
yourself onto your back and slide down feet-first. Building speed, 
the walls of the tunnel pass by as a blur and just as you think you've 
hit terminal velocity, the tunnel spits you out unceremoniously into 
another pipe running perpendicular to the one you've just ridden 
down. Drenched to the bone, you rise to your feet to try to get your 
bearings. Directly ahead of you lies another tunnel mouth identical 
to the one you've just emerged from. Apart from that, your only other 
option is to follow this new tunnel to the right to see where it leads. 


To slide down the tunnel opposite, turn to 215. 
To follow the tunnel to the right, turn to 307. 


The door swings open, bathing the previously darkened room in the 
subtle red light from the emergency-lit corridor. The room is stacked 
floor-to-ceiling with unmarked boxes. Hopeful that what they con- 
tain will be of some use in your ongoing struggle against the walking 
dead, you tear the lid off the nearest box and tip its contents onto 
the floor, only to find that it contains body bags. You try a few more 
boxes, but they only offer up more of the black fabric sacks. Deciding 
not to waste any more time in here, you head back into the corridor. 


To try the other door further down the corridor, turn to 119. 
To see if the dark end of the corridor is concealing another exit, 
turn to 91. 


Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet - but 
your satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Claws * x0.5 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 121. 
If the Guardsman defeats you, turn to 49. 
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203 


Putting a round through the captain’s head — partly out of mercy, partly 
out of prudence - you turn your attention to the wounded colonel. 

‘I knew I was right to give you a second chance,’ he wheezes as you 
crouch beside him to assess his wounds. 

‘| don’t know what you mean,’ you reply, removing your tunic and 
placing it beneath his head to make him more comfortable. ‘Who am I?’ 

‘Your name is Trooper Devan Trantor of the Cadian 616th, and you 
woke up this morning on the floor of a prison cell in a forward base 
on level 13 of Hive Septus, Subiaco Diablo,’ he says through a mouth- 
ful of blood. 

‘How-?’ 

‘I know this because I was the one who had you thrown in that cell.’ 
From somewhere he finds the strength to raise his bolt pistol and decapi- 
tate a zombie that was getting a little too close for comfort. ‘Your regiment 
was stationed out in the Wastes beyond the walls of the hive when the 
dead started rising from the ground and overran your base. The only 
reason I know this is because you were the sole survivor and told me this 
when you made it back to Septus. I didn’t know whether to believe you 
so I had you thrown in a cell in case you were trying to desert. When you 
turned up here in the back of that Chimera, I was prepared to give you 
the benefit of the doubt: anybody who had survived as long as you had 
on your own was unlikely to be the coward I'd first taken him for.’ 

‘But that doesn’t prove that I didn’t desert in the first place,’ you 
say, ignoring the protests of the Guardsmen urging you to board the 
waiting shuttle. 

‘Does it matter? You have a chance to start over again, Trantor, to 
live a second life. No record was ever made of you being placed in that 
cell, and as far as anybody is concerned you're the hero of Subiaco 
Diablo, the slayer of Korpharact the Contaminated. Nobody knows 
who you were before; nobody cares.’ 

You place your arms under his shoulders and begin to drag him 
towards the shuttle, but he motions to stop you. 

‘It's too late for me. I'll be dead before we even rendezvous with the 
waiting troop ships. There is one last order I need to issue, though.’ 

‘What's that?’ you ask. 

‘You may be about to embark upon a second life, but I don’t want 
to,’ he says weakly, offering you his bolt pistol. Nodding your assent, 
you take the weapon from him and carry out his final order. 


Turn to 269. 


204 
Your heroics with the heavy bolter were all in vain but, unlike the 
corpses of the zombies that you slew, within hours you'll be back on 


your feet to take your place in the undead host. 


Your adventure is at an end. 


DD 


ve 


Weapon at the ready in case cultists or the undead await you on the 
other side, you cautiously slip through the doorway and quickly rec- 
onnoitre the new chamber. With no obvious dangers lying in wait for 
you, you motion for Claudus to follow you in. No sooner has he set 
foot in the new chamber than a loud metallic scraping noise echoes 
around the room and the door slams shut behind you. Frantically 
you look for a door lever, but it must be a one-way door as there are 
no controls on this side. 

With your way back blocked, you return your attention to the new 
chamber. Unlike the previous one, the gantry only extends a few 
metres around the curve before ending in a set of metal ladders down 
onto the floor of the chamber. Apart from the door that just closed 
behind you, there are two hatches set into the walls of the chamber 
— a small one at ground level, and one three times larger set half- 
way up the tall chamber about ten metres from the ground. Both of 
these hatches look rusted and the stonework below the larger hatch 
is smooth and slick, as if it has been worn away over time by running 
water, some of which you can see trickling out from the sides, the 
hatch not quite big enough to completely cover the opening it sits 
over. There is also a hatch set in the centre of the chamber’s ceiling 
just about large enough for a man to fit through. 

Twenty metres below the hatch, on the floor of the chamber, sit two 
levers - one large and one small — and halfway up the chamber sits 
another lever directly facing the large hatch. If you could somehow 
open the hatch in the ceiling and fill the chamber with water, perhaps 
you might be able to float up and escape... 

‘I know what to do,’ says Claudus. ‘You need to pull the little lever 
first, then the big one.’ 


To pull the small lever, turn to 154. 
To pull the large lever, turn to 267. 
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The small metal door opens easily and you find yourself in an arti- 
ficially lit, white-tiled room. A gurney sits in the centre of the room 
atop which lies a male corpse, dressed in a uniform similar to your 
own. The walls are lined with locked glass cabinets, within which 
you can see all manner of pills and vials. You deduce this must be a 
med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless 
to you, behind one glass door sits what you recognise to be a stand- 
ard-issue Imperial Guard medi-pack. Closer inspection of the room 
shows no sign of any keys to unlock the medicine cupboards, so if 
you want to acquire the medi-pack then your only option is to break 
the glass door. 


If you want to break the glass, turn to 146. 
If you decide the medi-pack isn’t worth the risk and want to 
return to the Command Centre, turn to 294. 


De 


ve 


The last cultist tumbles backwards under your onslaught, and just as 
he looks as if he is going to beg for mercy, you prevent him from ever 
uttering another word again. 

Gain 2 Purity points for ending the cultists’ ritual. 

The cultists’ weapons are fairly rudimentary, and though you feel 
some unease about using equipment pilfered from heretics, some- 
body in your situation cannot be choosy. Altogether, you find 6 
lasgun power packs - all with 9 shots remaining — and a single lasgun 
that still looks like it’s operational. Remember to mark them down on 
your Adventure Sheet. 

The true cost of stopping the cultists doesn’t become apparent until 
you try to find a way back up to the roof. Without any ladders or rope 
there's no way back up through the glass pyramid, and you're forced 
to continue your journey along the zombie-infested streets. 


S D 
Lasgun 3 3 


Turn to 138. 


2 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you defeat the sewer-skulking zombies, turn to 87. 
If you are defeated, turn to 314. 


209 


The third zombie goes down, crashing through the gurneys before 
coming to rest on the tiled floor. You stand there frozen in place 
for almost a minute, expecting the metallic clatter to attract more 
of the undead, but either the door muffled most of the sound or no 
more living dead are in the vicinity. You suspect the former but hope 
against hope that it’s the latter. 

Closing the door on the remains of the three zombies, you decide 
it’s time to move to the next corridor. 


Turn to 150. 
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Despite the rumble and vibration from the Chimera’s engine, sleep 
comes easily - recover all of your Wounds - and when you finally 
awaken you have no idea how long you've slept for. Lostromo offers 
you his hand and helps pull you up from the uncomfortable wooden 
bench. 

‘I'd like to say welcome to Shuttleport Epsilon, but at present it isn't 
very welcoming,’ he says, clambering out through the hatch in the 
Chimera’s turret. Following him out, you can quickly see why. 

A vast rockcrete platform stretches away for almost a kilometre 
before reaching a large gap in the wall of the hive, big enough to 
allow sub-orbital craft to take off and land without impediment. The 
wounded and dying litter the platform, their moans and wails almost 
inaudible above the noise of Chimeras manoeuvring into position 
to form a barricade at the shuttleport entrance. The able-bodied mill 
about among the injured, some of them helping their wounded 
comrades, others wandering aimlessly dazed by the trauma of what 
they've witnessed. Others still - those who have either been spared 
the worst of the zombies’ atrocities or have the strength of character to 
take them in their stride and continue to function - help coordinate 
the defence, signalling vehicles into position and distributing 
ammunition to those who still have functioning weapons. 

‘The colonel’s over there,’ Lostromo says, pointing to an open- 
backed Salamander command vehicle parked a few hundred metres 
away. You follow the captain over to it and when he introduces you 
to Krassek, a tall, broad-shouldered man with close-cropped grey hair, 
another spark of recognition flares. The colonel narrows his eyes and 
regards you thoughtfully, as if he too finds you familiar but doesn’t 
comment. Lostromo tells him how he came to find you out in the 
streets of Hive Septus and then allows you to pick up the story and 
explain about your amnesia and battles with the zombies. 

‘And you have no idea what you're doing in Hive Septus when the 
rest of your regiment — if any of them are still alive, Emperor preserve 
them - are stationed out in the Wastes?’ the colonel asks once you've 
finished. The tone of his voice suggests that he has some idea regard- 
ing the answer, but when you shake your head to answer him in the 
negative he doesn’t press it any further. 

‘No matter. I need any and every man capable of holding a rifle and 
squeezing a trigger, whether they can remember their own name or 
not. Bad enough that we have an army of the living dead sitting just the 
other side of the shuttleport gates, but reports I’ve been receiving from 


the troop ships coming to rescue us indicate that several drop-pods 
have made planetfall and even now enemy forces are approaching 
Subiaco Diablo’s hives. Although only a small number of pods have 
made it down to the surface, whoever was in them is likely to reach 
us before the rescue shuttles do, so it looks like we’re going to have 
to hold them off until all of the shuttles are able to land and take off 
with men on board. Lostromo here will find you something to do.’ 
And with that the colonel recommences poring over the map he was 
studying before you were introduced. 


Turn to 141. 


261 


With guile akin to that of a pickpocket, you very cautiously begin 
to slide the lasgun from out of the dead Guardsman’s hand, all the 
while expecting his eyes to flick open or a hand to reach up and grab 
you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


S D 
Lasgun 3 3 


Turn to 103. 
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‘He may not be able to remember his own name but he certainly 
remembers what courage is,’ the colonel says proudly. ‘Those of you 
staying back to fight the rearguard, stay here and see Captain Lostromo, 
who'll distribute extra ammunition. The rest of you, take up your firing 
positions and be ready to move when those shuttles land.’ 

Gain 1 Purity point for your bravery. 

The congregation breaks up and you wait patiently while Lostromo 
moves among the remaining Guardsmen distributing power packs. 
When he reaches you, he hands you 3 power packs — remember to 
mark them on your Adventure Sheet — and you can't help but notice that 
his eyes are bloodshot, the white almost entirely usurped by crimson 
blood vessels. 

‘Sir, are you sure you're all right?’ you ask. 

‘I’ve already told you I’m fine,’ he snarls before breaking out into 
a hacking cough. You make to move towards him but he rounds on 
you, and for the next few seconds stands there staring intently at you. 
His gaze is only broken when Krassek calls out to him and he makes 
his way to the colonel’s side, coughing as he goes. 

Just as you're deciding whether to mention something to the colonel 
about Captain Lostromo’s condition, a cry comes up from the main gate. 
The enemy has been sighted and the zombies are breaking through! 


If you reinforced the barricades, turn to 190. 
If you patrolled the freight tunnels, turn to 291. 
If you thinned out the zombie numbers at 
the main gate, turn to 347. 


26: 


Relentlessly, your shadowy stalker continues its pursuit of you. After 
several metres of your new route have gone by, you realise that the 
debris is thinning and that you can safely increase your speed. The 
beast’s pace quickens too and before long it sounds as if it’s running 
alongside you. Then, the sound of its claws stops abruptly and you 
check your pace a little to more effectively listen for any movement. 

The sickening giggle strikes up again, and you turn and run in cold 
terror. 


Turn to 102. 


264 


Clinging to the last threads of life, you raise your weapon futilely as 
the horrendous thing advances upon you. Closing your eyes, you grit 
your teeth and await the inevitable, but the inevitable never comes. 
Instead you feel yourself being caressed by undead hands, and your 
eyes snap open just in time to witness yourself being absorbed by the 
undead mass. You open your mouth to scream but no sound comes 
out, and you feel your consciousness already merging with the gestalt 
pseudo-mind of the multi-limbed undead monster. Your last distinct 
thought as an individual is that death would have been a far more 
welcome alternative to spending the rest of your existence as the serv- 
ant of some unknowable dark god. 


Your adventure is at an end. 


265 


Grasping a bar of the grate in each hand, you can feel where the water 
has corroded the metal, leaving its surface pitted and rusted. You 
plant your feet on the wall either side of the grate and pull back on 
the bars. The metal groans under your efforts and, in its weakened 
state, snaps and comes away from the wall. 

Gathering your things and ignoring the ice-cold pool on the floor of 
the cellar, you position yourself on your stomach and begin to crawl 
into the unknown. 


Turn to 133. 
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The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit's power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 92. You can use a power pack from your 
currently equipped weapon if you like. 

Otherwise, turn to 231. 


With a resounding creak, the lever gives way to open the large hatch 
in the wall above. A torrent of water spills forth and before you have 
chance to react properly, the water is already at chest height and ris- 
ing rapidly. 

‘Why did you do that?’ Claudus says incredulously. ‘You need to 
open the other hatch to allow the water to drain out, otherwise the 
chamber fills too quickly!’ Cursing him for not mentioning this 
before, you try to make a dive for the smaller lever, but the chamber 
is filling so quickly that you've already floated halfway up. Thinking 
fast, you reach out for the lever set into the wall but miss completely 
as you float upwards at speed, and it disappears out of reach below 
the encroaching water. Suddenly the roof of the chamber looms large 
and the rising water level throws you against it with such force that 
you hear bones break. Dazed, you begin to drop like a rock through 
the water and, sinking past the body of the already drowned Claudus, 
you are dead before your corpse hits the bottom. 


Your adventure is at an end. 


268 


You take down the reanimated corpse with comparative ease, ensur- 
ing that the disembowelled body on the floor is the zombie’s last 
victim. The awkward collection of mangled body parts is so disfig- 
ured, it’s hard to tell whether it’s male or female, such was the level 
of the zombie’s hunger. 

The corridor continues for another twenty metres or so before end- 
ing in yet another set of double doors. The ubiquitous bloody trail 
still follows the line of the corridor and again, it appears to continue 
beyond the doors into the next corridor. There is another door half- 
way along the wall on the right. 


To try the door on the right, turn to 371. 
To continue into the next corridor, turn to 144. 


269 


If you interrupted a cultists’ ritual back in the hive city, multiply the 
number of cultists that you fought by 6 and turn to that paragraph. 


Otherwise, turn to 383. 


240 


The tunnel gets darker and darker until eventually you can barely 
make out your hand in front of your face. After what you guess to be 
approximately fifty metres, the tunnel comes to a bend. 


To go South, turn to 18. 
To go West, turn to 243. 
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The wooden lid comes away easily, and after removing some packing 
material you find empty glass bottles. Many are broken but, by being 
careful to avoid the shards, you manage to gather together 6 bottles 
that are intact. 


If you would like to try to remove the grate, turn to 265. 
If you would like to take your chances out on the streets instead, 
turn to 39. 


2462 


The small metal door opens easily and you find yourself in an arti- 
ficially lit, white-tiled room. A gurney sits in the centre of the room 
atop which lies a male corpse, dressed in a uniform similar to your 
own. The walls are lined with locked glass cabinets, within which 
you can see all manner of pills and vials. You deduce this must be a 
med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard- 
issue Imperial Guard medi-pack. Closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want to 
acquire the medi-pack then your only option is to break the glass door. 


If you want to break the glass, turn to 181. 
If you decide the medi-pack isn’t worth the risk and want to 
return to the Command Centre, turn to 103. 


‘T'll help out at the main gate,’ you answer. 

‘You'll need some more ammo in that case. Follow me’ 

Lostromo begins to pick his way across the platform, weaving among 
the prone forms of Guardsmen towards a small stack of metal crates. 
He’s almost there when a nearby Guardsman, who you'd presumed 
to be either unconscious or sleeping, rises suddenly from the floor, 
now a zombie, and makes a grab for the captain. Lostromo pitches 
backwards and, with the undead Guardsman pinned firmly on top of 


him, struggles to reach the laspistol holstered by his side. He lets out 
a scream as the reanimated corpse clamps its teeth down on his neck, 
but by this point you've gathered your wits about you and, raising 
your weapon, take the zombie’s head clean off its shoulders. 

Lostromo pushes the decapitated cadaver off himself and struggles 
to his feet, rubbing at the gouge on his neck. Several nearby Guards- 
men rush over after hearing the commotion but the captain shoos 
them away, telling them that he’s fine and that it’s nothing more than 
a flesh wound. 

‘You should probably have a medic check that out, sir,’ you advise 
him as he hands you 5 full power packs good for 15 shots each, and 
1 bolt pistol clip containing 10 shots. Remember to mark them on your 
Adventure Sheet. 

‘I’m fine, not that it’s any of your damned business, trooper!’ he 
snaps at you. ‘Now get to that main gate before I change my mind and 
send you on patrol back out on the streets of the hive city.’ 

Leaving you to place the ammo in your backpack, Lostromo returns 
to the colonel’s position, barking orders at Guardsmen along the way. 


Turn to 70. 


264 


Snuffing the unlife from the second zombie, you turn with your 
weapon trained, certain that the sounds of violence will have drawn 
more zombies to your position. You wait for several seconds until 
you hear distant shuffling and moaning, but it soon becomes appar- 
ent that you can be on your way without further molestation. 

Opening the exit, you emerge once more onto the streets of the hive 
city. 


Turn to 138. 
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Heading back out to the piazza, you find a very different scene from 
the one before you entered the cathedral. Groups of roaming zombies 
have congregated and are barring the way back out of the piazza and 
the entrance to the hab block. Although the manhole that would allow 
you access to the sewers remains clear of the undead, by the time you'd 
lifted the cover every zombie in the square would be taking chunks out 
of you. Although not entirely zombie-free, the route to the other build- 
ing is relatively clear, leaving that as your only viable option. 

You break into a sprint, making for the doors of what you assume 
to be a medical facility. Artfully swerving around the living dead as 
they reach out and claw at you, you make it to the doors unscathed 
but your elation quickly turns to dismay as the door only parts by 
a few centimetres before meeting a solid object that impedes any 
further progress. Glancing first over your shoulder to see how close 
the nearest zombies are — very - you then turn your attention to the 
blockage behind the door. Looking through the narrow gap, the cause 
of the obstruction is a corpse that has come to rest at the entrance. All 
thoughts that what is an entrance to you would have been an exit to 
the cadaver are put aside as the lead zombie gets close enough to be 
upon you within seconds. With a supreme effort, you put your shoul- 
der against the door and shift your weight forwards, both willing and 
forcing the door open with every fibre of your being. Your reward is 
instant as the body gives way just enough to allow you to squeeze 
through the gap in the door. 

You're almost home and dry when your trouser leg snags against 
the doorframe. Vainly, you try to pull your leg through but the mate- 
rial of your uniform is caught tight and won't budge. Suddenly you 
feel a zombie rake out at your leg and you scream out in pain, but 
its assault has the fortuitous side effect of freeing you from the door 
frame. Springing to your feet, you slam the door behind you and start 
pulling across the numerous deadbolts that you hope will keep the 
zombie pack at bay. 

You wince as you put weight on your injured leg — mark off 2 Wounds 
on your Adventure Sheet — but it holds and you should be okay to con- 
tinue as it doesn’t seem to be bleeding too heavily. You glance around 
to get your bearings, and it is only now that the realisation hits you. The 
corpse behind the door was trying to use it as an exit as evidenced by 
the sign on the wall opposite you that reads ‘Hive Septus — Mortuary’. 


Turn to 172. 


246 


Lichen hangs from the roof of the tunnel, forming green stalactites 
that sway gently as you brush past them with your shoulder. After a 
few minutes’ walk, the tunnel comes to a tight curve. The route South 
leads to another bend in the tunnel. The way East heads towards a 
four-way junction. 


To go East, turn to 198. 
To head South, turn to 2. 


266 


The cultist’s final shot catches you square in the throat, causing you 
to slump face-first onto the floor of the freight tunnel. You try to rise 
to your feet, but find that nothing from the neck down is responding 
to any impulses from your brain. Just as you're cursing how close you 
came to escaping the horror of Hive Septus, the cultist takes aim at 
the promethium tank on your back and pulls the trigger. 


Your adventure is at an end. 
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With a steely resolve, you put your head down and charge in the direc- 
tion of what you expect to be a pair of doors. After only a short distance 
your shoulder makes contact with something solid but soft, and bounc- 
ing off it, you struggle to keep your balance. Your other shoulder makes 
contact with something similar and your balance deserts you, causing 
you to stumble forwards. Just as you think you're about to end up 
sprawled on the floor, you hit something hard and metallic and find 
yourself falling through a set of double doors into a semi-lit stairwell. 
Gathering your wits, you pick yourself up off the floor and head up 
the flight of stairs. Before you've even made it to the third step, the 
doors fly open behind you and four zombies shamble through. You 
are just about to round the bend and embark upon the next flight 
of stairs when you feel a pair of cold hands grab hold of you and 
thrust you back down the initial flight of stairs. As you fall backwards, 
impacting on each of the hard rockcrete steps, you see a fifth zom- 
bie descending the stairway. Your body comes to rest at an awkward 
angle and the living dead pounce to gorge upon you. Mercifully, the 
fall has paralysed you, and as you end your days as zombie food in 
the gloomy stairwell of a mortuary, at least you cannot feel any pain. 


Your adventure is at an end. 


279 


The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around, lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 231. 


280 


Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 
Though many of them are as dead as the two Guardsmen whose job 
it was previously to monitor these screens, several are still relaying 


pict feeds, presumably from the city that lies beyond the blast doors. 
On one, what appears to be a smoke-filled piazza is thronged by a 
mass of lumbering undead, a herd of corpses moving aimlessly and 
slaughtering anything living in its path. On another, a structure is 
on fire and intermittently a flaming zombie emerges, shambling pur- 
poselessly for a while before entering another building and setting 
that too ablaze. On yet another screen, what appear to be Imperial 
Guardsmen stationed behind a barricade loose off a volley of shots 
into a tide of zombies. Though scores of the undead fall to each bar- 
rage of las-fire, the press of reanimated corpses pushes inexorably on 
and, although you are relieved to know that you're not the only sur- 
vivor of this horror, you wonder how long the others will be able to 
hold out. The only clue to the Guardsmen’s location is the wreck of 
some kind of aerial craft that forms part of their barricade. Have they 
crash-landed somewhere in the city? Are they at a shuttleport? The 
answer lies somewhere beyond the Command Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 174. 
If you decide to leave it where it is, then the only option left 
to you is to exit the Command Centre. Turn to 393. 


231 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit's power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 54. You can use a power pack from your 
currently equipped weapon if you like. 

Otherwise, turn to 294. 
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The tunnel runs for about eighty metres before splitting into a three- 
way junction. 


To take the South passage, turn to 48. 
To take the West passage, turn to 211. 
To take the North passage, turn to 18. 


283 


Trying to match your pace to his, you casually venture further down 
the metal gantry while the blond-haired man dodges and weaves 
around the preoccupied horde. His initial progress is good and you 
are both almost at your respective exits before things start to go 
wrong. 

You look on as he brushes up against a particularly large zombie 
that instinctively claws at him, raking a bloody wound in the man’s 
back. He suppresses a cry and continues on his way, though not as 
coordinated as before. He staggers from left to right and more zom- 
bies turn their attention from you to him. He bounces off a couple 
more zombies and receives more wounds in return, but somehow 
still keeps his footing and is even able to break the grip of one zombie 
who had grasped him by his upper arm. 

Just as it is looking as if his bravery and stubbornness are going 
to pay off, another zombie arm reaches out at him and catches him 
around the throat. This time he does scream, though it is stifled and 
wet, and abruptly none of the dead eyes are staring at you any more, 
their attention instead directed towards their next meal. 

Forcing yourself to avert your gaze from the butchery down below, 
you make your way to the end of the walkway and descend the steps 
that lead back down onto the streets. 


Turn to 220. 


234 


Despite your valiant attempts to halt the cultists’ ritual, one of them 
is able to administer a fatal blow and, as you lie there drawing your 
last breaths, you hope against hope that your contribution to the 


battle will at least be enough to help Petchra and Claudus escape this 
subterranean hell. 


Your adventure is at an end. 


285 


The reception desk is clear with the exception of a bank of four pict 
screens. Three of them are not working but the fourth appears to be 
a live feed from within the mortuary, and it makes for grim viewing. 
Somewhere within this building there is a door behind which lurk 
seven zombies. 


Return to 172. 
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6 Zombies 


Initiative: You 


Saves: None 


Advanced Rules: If you haven't killed 3 zombies by the third Combat 
Round, move to Close Combat 


If you win, turn to 159. 
If you lose, turn to 326. 


28% 


Bleeding out from a multitude of claw and bite wounds, you fall 
backwards on the filthy floor of the hab block. As you lie there form- 
ing an ever-expanding crimson stain on the cheap floor covering, the 
last thing you hear is the growl of a zombie dog in the split second 
before it leaps forwards and tears out your throat. 


Your adventure is at an end. 


2838 


Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything living in its path. On another, a structure 
is on fire and intermittently a flaming zombie emerges, shambling 
purposelessly for a while before entering another building and setting 
that too ablaze. On yet another screen, what appear to be Imperial 
Guardsmen stationed behind a barricade loose off a volley of shots 
into a tide of zombies. Though scores of the undead fall to each bar- 
rage of las-fire, the press of reanimated corpses pushes inexorably on 
and, although you are relieved to know that you're not the only sur- 
vivor of this horror, you wonder how long the others will be able to 
hold out. The only clue to the Guardsmen’s location is the wreck of 
some kind of aerial craft that forms part of their barricade. Have they 
crash-landed somewhere in the city? Are they at a shuttleport? The 
answer lies somewhere beyond the Command Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 67. 
If you decide to leave it where it is, turn to 99. 
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Lifting you bodily from the floor in its four mutant arms, the zombie 
throws you against the wall of the sewer with a sickening crunch. 
Mercifully, the impact snaps your spine, and as the zombie begins to 
tear you apart, you drift into the blackness of death without feeling 
any pain. 


Your adventure is at an end. 


290 


Despite taking you by surprise, the unarmed jailer is no match for 
your laspistol, and you despatch him with a clean shot to the head. 
Rising to your feet, you consider briefly rifling the corpse for anything 
else that may be of use, but, not knowing what exactly it is you're 
dealing with here and not wanting to push your luck any further, you 
think better of it. 


Turn to 212. 


291 


Perching atop one of the Chimeras used to form the barricade, you 
lie there, finger hovering over the firing stud of your weapon, await- 
ing the inevitable assault. The Guardsmen in the sentry tower away 
to your right continue to take down zombies two and three at a time, 
but the numbers pressing against the gate are almost at critical mass. 

Suddenly, the gate gives way and the necrotic tide it had been dam- 
ming sallies forth onto the shuttleport landing platform. The air 
around you fills with the heat and noise of las-fire, and the first wave 
of zombies goes down under the unrelenting barrage. Yet more of the 
walking dead spill through the gates, intent on adding you and your 
Cadian brethren to their ranks, but still they fall to your guns. As the 
bodies pile up in front of the barricade, the zombies are able to use it 
as a ramp and the front ranks of Guardsman switch to close combat 
weapons and begin hacking away at the zombies scrambling up the 
blockade. 

New enemies join the fray: plague cultists, diseased humans not 
unlike the undead but retaining that all-important spark of intellect, 


and with them bulbous, horned daemon-things giggling and gurgling 
in delight at the slaughter. 

‘Concentrate your fire on the cultists and daemons!’ yells the colo- 
nel from further along the barricade, but the concentrated salvo of 
weapons discharge only serves to cut down yet more of the zombies 
that separate Cadians from plague cultists. 

The noise of battle is drowned out by the shrill whine of engines 
as the first of the shuttles arrests its descent and comes to rest on 
the landing platform. The first batch of evacuees — the sick and the 
wounded - rush towards the lowering boarding ramps, and within 
the space of less than two minutes they are all aboard and the craft is 
able to lift off once more. 

Yet more cultists and gurgling daemons attempt to charge your posi- 
tion and, with the shield of zombies to draw fire away from them, 
they are able to surge forwards and engage in hand-to-hand combat. 

The second shuttle makes its landing behind you and another 
group of Guardsmen abandon their positions and run to board it. 
Another noise above that of the shuttle’s engines distracts you, and 
you turn to see cultists overwhelm the two Guardsmen on the left of 
the cordon and pour over into the shuttleport. Several of the escap- 
ing Guardsmen go down to the cultists fire before opening up with 
their own guns. Confident that things at the barricade are in hand, 
you divert your fire towards the insurgent cultists, behind and find 
Colonel Krassek doing exactly the same. 

‘Run for the shuttle!’ he calls out to the retreating Guardsmen before 
opening fire once more. ‘Trantor and I have you covered.’ 

Mopping up the last of the cultists, the second shuttle fills with 
Guardsmen, and as the boarding ramps retract, it hovers away from 
the platform. You turn to ask Colonel Krassek why he just called you 
Trantor, but his attention is elsewhere. The cultists and daemon-things 
have backed away from the shuttleport entrance, and something else 
— something big — is advancing upon the Imperial lines. 


Turn to 148. 
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Although heavily outnumbered, you have the dual advantages of 
being able to take the cultists by surprise and being able to com- 


mence your attack from an elevated position. 


7 Cultists 


Initiative: You 


Saves: None 
Advanced Rules: After four rounds of Ranged Combat, enter Close 


Combat 
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If you run out of ammunition then you must drop 
down from the roof and enter Close Combat. 
If you overcome the odds and defeat all of the cultists, turn to 257. 
If the heretics win the combat, turn to 179. 


HIVE OF THE DEAD 


293 


Trusting Petchra to get you safely through the rest of the complex 
series of tunnels, you and Claudus follow a few metres behind her, 
marvelling at the ease with which she negotiates the tunnels without 
the sense of sight to guide her. For what feels like several kilometres 
you pad through the shallow flow of sewage, occasionally chang- 
ing direction when new tunnels present themselves. Eventually, the 
stream of effluence becomes faster and deeper and the diameter of 
the tunnel increases until you exit into a cavernous sewer pipe that 
has three equally large pipes leading off it at sharp downward angles 
heading deep below the hive city. 

‘Which way now?’ you ask. 

Petchra considers this for a few moments. ‘The one in the middle,’ 
she says, already making her way towards it. Reaching the tunnel 
mouth, she lowers herself to the ground and, feet-first, pushes herself 
off and speeds down the tunnel. Waiting a few seconds, Claudus does 
the same and shortly afterwards you too find yourself sliding on your 
back down the steeply descending sewer pipe. 

After many hundreds of metres, the tunnel suddenly comes to an 
end without any warning and you find yourself deposited in another 
tunnel like the one you've just slid down from, with three passages 
stretching away into darkness. Claudus is standing there rubbing 
at the grazes and bruises the descent has inflicted on his arms and 
elbows, while Petchra is deciding which of the three tunnels to take 
this time. You're just about to ask her when she pre-empts you. 

‘We go right,’ she says confidently. 

This time the tunnel leads into a smaller passageway that is almost 
entirely pitch black, and you are forced to place your hand on Petch- 
ra’s shoulder so that she can lead you through the darkness. The three 
of you walk along in near-silence, your feet splashing through water 
being the only sound that breaks the monotony. 

After several kilometres, the tunnel begins to slope upwards and 
curve sharply, rising in a corkscrew fashion. The light improves the 
higher you ascend until you no longer need Petchra to guide you 
through the gloom. The tunnel continues like this for what you esti- 
mate to be another hour; so fatigued are you by now that you've lost 
all sense of distance. Just as you begin to think that you’ve misplaced 
your trust in the mutant pair and that they've got you lost in the stink- 
ing depths below the hive city, Petchra halts and raises an open hand 
to order you to stop. Signalling for you and Claudus to stay where 
you are, she creeps quietly around the next bend, and as you stand 


there awaiting her return, you're convinced that you can hear chant- 
ing from somewhere up ahead. Several anxious minutes pass before 
Petchra returns and, leading you a little further back down the tunnel 
to diminish the risk of your voices carrying, she whispers to you what 
she observed. 

‘Cultists, seven of them in the next chamber performing some kind 
of ritual. I don’t know which foul god they're worshipping, and | 
don’t particularly care, but they're standing between us and escape so 
we've got to do something about them.’ 

Nodding your assent, you draw your weapon and follow Claudus 
and Petchra along the last few metres of tunnel. Halting at the entrance 
to the chamber, you feel sick at the sound of the cultists’ foul incanta- 
tion and, risking a glance down at the proceedings below you, almost 
pass out at the sight of the arcane sigils and symbols applied to the 
walls and floor. Steeling yourself, Petchra signals and the three of you 
charge into the chamber below to assault the unwary cultists. 


Turn to 120. 
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You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To examine the scanners and pict screens more closely, turn to 37. 
To see if there is anything useful lying on any 
of the tables, turn to 53. 


295 


You push the door open, wincing as the hinges squeal. Pausing, 
you listen out for the sound of approaching zombies, but after a 
minute or so are satisfied that you haven't attracted any, and enter 
the room. 

Two wide shelving units are propped against the back wall and on 
top of each shelf sit several plain manila boxes with labels attached. 
You examine the labels and each one appears to have a name scrawled 
on it in simple Low Gothic script. Opening one of the boxes, you 
find it contains a basic grey lady’s dress and some cheap costume 
jewellery. You open another, which also contains clothing, this time 
oil-stained male overalls, then another with a Cadian uniform and a 
set of dog tags. This must be where they store the personal effects of 
those who pass through the mortuary. 

You continue searching through the boxes in the hope of turn- 
ing up something useful, but all you unearth are yet more items of 
clothing, jewellery and assorted junk. You finally hit paydirt with 
the final box, which contains the personal property of the former 
Colonel Constantin Demetrius, and garner yourself a book of 
matches — only 7 remain - pertaining to be from an establishment 
called ‘Septus Knights’ and an ivory-handled bolt pistol which 
contains a single clip of 10 shots. 

Remember to mark anything you take on your Adventure Sheet. 

Taking your leave, you return to the corridor and head for the dou- 
ble doors. 

S D 
Bolt Pistol 4 4 


Turn to 194. 


296 


Casting their bodies into the water, you're still breathing hard as their 
corpses are dragged through the gigantic propeller blades with one 
sickening crunch followed by another. 

Gain 2 Purity points for ridding the Imperium of two more aberrations. 

Searching around the platform, you find a medi-pack, which can be 
used once to restore your Wounds to their starting level, and two lasgun 
power packs each with 15 shots remaining, but nothing else of any use 
or value. Remember to mark anything you take on your Adventure Sheet. 

Other than back into the freezing water, the only exit from the 
platform is via a large, round tunnel mouth that looks as if it leads 
through the vast wall housing the lethal propeller. 


Tur to 117. 
29% 


Your detour did not turn out as badly as it could have done, and 
the countless army of the undead is now at least missing four of its 
number. 

Ever alert for more zombies, you retrace your steps and head instead 
to the right. 


Turn to 234. 


298 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 81. 
If you want to let the dead commissar rest in peace and do 
something else instead, turn to 208. 
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Purely concerned with speed and not with drawing the attentions of 
the living dead, you clatter down the metal steps and launch head- 
long into a sprint towards the door sixty metres away. Covering the 
distance quickly, you ready yourself to despatch the lone zombie that 
bars your way when an unholy rasp issues from behind a huge crush- 
ing machine behind you. Turning, you realise that you’re trapped 
between two zombies. 


Turn to 163. 


300 


You shut your eyes tight, bracing yourself for the inevitable assault, 
before deciding to face your doom with dignity and opening them 
again. 

Suddenly, a bass rumble sounds from somewhere behind the zom- 
bies and the ground beneath you begins to shake, causing small . 
chunks of debris to fall from the ruins behind you. Uncertain about 
this new noise, the zombies freeze, looking around in confusion, and 
as the rumble grows louder and the shaking more violent, the sound 
of an engine joins the cacophony. A beam of light pierces the smoke, 
fixing you in a spotlight, and the din increases as what sounds like a 
heavy stubber opens, fire tearing zombies to shreds where they stand. 
Finally, with a series of sickening wet thuds as it pulls the last few 
zombies under its tracks, a Chimera appears from out of the smoke- 
screen and halts in front of you, its massive engine idling. Moments 
later, the top hatch springs open with a loud clang and a helmeted 
Cadian pops up from the armoured shell. Shouting to be heard over 
the racket of the engine, he says: 

‘Come with me if you want to live.’ 


Turn to 369. 


301 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life, much louder than previously but still with its familiar hiss. 


Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 186. 


302 


In an effort not to disturb the corpse of the commissar, you search 
all of the other tables first but don’t find anything of use. Reluctantly, 
you approach the table with the body slumped against it, and are dis- 
mayed to discover that the corpse has come to rest on what appears 
to be a map of the city, while one of its dead hands grips what is 
clearly an Imperial Guard codebook. The only way to retrieve either 
item is to disturb the body. 


If you want to move the corpse to get the map and 
codebook, turn to 89. 
If you want to let the dead commissar rest in peace and do 
something else instead, turn to 228. 


30% 


Leaving the zealots to their own business you quietly edge your way 
around the elevated gantry, thankful that this particular ritual to their 
blasphemous deity requires them to keep their eyes closed. Having 
safely negotiated the gantry, you risk one last glance back over your 
shoulder just in case you've been spotted - you haven't - before 
entering the new tunnel. 

Lose 2 Purity points for allowing the cultists’ unholy ritual to proceed 
uninterrupted. 


Turn to 162. 
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The zombie is wearing a backpack which, turning your head to avoid 
the full effects of its foul odour, you carefully remove from its body. 
Opening it, you are pleased to find a combat knife but nothing else 
of use. 

You retrieve the bunch of keys and laspistol from the twice-dead 
jailer and, weapon raised, unlock the main entrance of the cellblock. 

The backpack can hold ten items. Remember to mark all these new 
items down on your Adventure Sheet. If you take the backpack, it replaces 
your old one - you cannot carry both at once! 


S D 
Combat Knife . x0.5 
Turn to 248. 


30D 


The wing comes away easily from the pile of mechanical debris and, 
after experimenting with the lifter arm controls, you are able to 
manoeuvre it over to the barricade and drop it into position. 

You are just about to turn your attentions to the freight hauler when 
you notice some large packing crates against the far wall that appear 
to be partially blocking a freight tunnel. The level of activity within 
the shuttleport has increased in the last few minutes and it looks like 
an assault could come at any moment, so you only have time to posi- 
tion one more item to reinforce the barricade. 


To lift the freight hauler into position, turn to 145. 
To move the packing crates instead, turn to 76. 
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Again, only opening the door ever so slightly, you peer into the side 
room. The gloom of the emergency lighting makes it difficult to see 
anything at first, but your vision soon resolves and you find yourself 
looking into a room full of empty gurneys. Relieved, you close the 
door behind you. What do you want to do now? 


To try the other door further down the corridor, turn to 59. 
To exit the corridor via the double doors at the end, turn to 150. 


d0% 


After a few minutes’ walk, the tunnel comes to a junction and you 
are faced with the choice of either carrying on in the direction you 
are heading or taking the tunnel on your left, which involves sliding 
down feet-first again. 


To carry on in this direction, turn to 237. 
To take the tunnel on your left, turn to 113. 


308 


Hoping that your instincts are right, you make your way to the 
entrance of the medical facility and test the door. It begins to give 
way, but after only a few centimetres jams against something on the 
other side. You fix your shoulder against it and strain to push against 
the obstruction. Once more it begins to give way, but your progress is 
halted with the gap only extended by a few more centimetres. 

The sound of shuffling boots against cobblestones causes you to 
look back into the piazza, where you see several zombies ambling 
across the open space towards you. They are still some distance away, 
but getting this door open has suddenly taken on a higher priority. 

Using your upper body as a battering ram, you repeatedly thrust 
your shoulder against the solid plasteel, each impact causing the aper- 
ture to grow wider. Eventually, the door opens far enough for you to 
slip through while the zombies are still a safe distance away. 


Turn to 110. 


309 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit’s power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 390. You can use a power pack from your 
currently equipped weapon if you like. 

Otherwise, turn to 208. 


310 


You test the door closest to you but it is locked tight. Experimentally, 
you mash the buttons on the keypad next to it, but all it returns are 
harsh protesting beeps. Realising that it could take you forever to 
guess the right combination of keys to allow entry to one of the hab 
units, you give up and proceed along the corridor. 


Turn to 16. 


oll 


Whatever is prowling in the mists behind you continues to follow 
as you take the road on the left. Splitting your attention between the 
unseen stalker and the debris spread across the road, your progress is 
slow and tense. Occasionally, the noise of the claws will get louder 
until it sounds as if the beast is right behind you, only to fall silent and 
strike up again seconds later, some way off and in a different direction. 
It’s as if whatever hunts you in the mist is toying with its prey. 

The road reaches another fork and you're forced to choose between 
left and right again. 


To take the branch to the right, turn to 263. 
To take the road on the left, turn to 387. 
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You continue along to the end of the tunnel, which terminates in 
another junction. The route left looks to have been well barricaded 
— there’s certainly not enough of a gap for you to fit through in the 
assortment of packing crates, vehicle parts and other items of junk 
that block the tunnel - so you have to take the right-hand branch, 
which takes you back in the direction of the shuttleport. 

Your patrol of this last tunnel is also without incident, and before 
long you find yourself at another half-hearted packing crate barricade 
identical to the one you entered these tunnels over. 


If you want to continue patrolling, turn to 233. 
To return to the shuttleport, turn to 38. 


313 


The second Guardsman goes down in a heap. Thanks to your efforts, 
his body armour is damaged beyond repair. His comrade’s body 
armour remains intact, however, so you may loot the corpse and 
take it. The body armour gives you Save (5). One of the Guardsmen 
also carries a laspistol and two full power packs worth 15 shots each. 
Remember to mark down anything you take on your Adventure Sheet. 

Not wishing to tarry any longer, you decide it is time to be on your 
way. Heading back down the stairs, you are faced with two options. 
You may either head out onto the streets and try your luck out there, 
or go down into the cellar and see what awaits you. 


S D 
Laspistol 3 2 


To head out onto the streets, turn to 39. 
To try the cellar, turn to 241. 


old 


Sustaining one injury too many, you fall face-first into a shallow pool 
on the floor of the sewer. Dirty water fills your lungs, and just as you 
think that drowning is a far better alternative to being eaten alive, 
you feel the first strips of flesh being torn from your back and thighs. 


Your adventure is at an end. 


315 


As if the Emperor Himself is watching over him, the man shimmies 
and spins his way through the ever-encroaching throng unmolested, 
while every one of your shots hits home, sometimes felling two or 
three zombies at once. It really is looking like you're going to save 
him. 

Mark off all of your remaining ammo on your Adventure Sheet. 


Turn to 8. 


316 


Uncertain that there aren’t more zombies lurking under the cover of 
darkness, you wait for a beat after felling the fourth zombie. Satisfied 
that there are no more unseen threats, you spend the next few min- 
utes trying to get your bearings in the dark, a matter complicated by 
the bits of zombie scattered across the floor of the corridor. After sev- 
eral slips and trips you eventually locate the set of double doors and 
cautiously push them open to reveal a partially lit stairwell. Stepping 
through, you realise that this set of stairs is identical to the one that 
brought you onto the first floor of the mortuary and that the source 
of the light emanates from the top of the second flight of stairs. 

You ascend the stairs slowly, suddenly coming to a standstill as a 
shadow forms against the wall at the top of the steps. As you raise 
your weapon, a single zombie rounds the bend a few seconds later 
emitting a guttural moan. 


Turn to 227. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you - Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you’re on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 178. 
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Concentrating only on your escape, and not on the shambling abom- 
ination making its way towards you, you extend your arm as far as it 
will reach and manage to get a single finger through the metal loop 
holding the bunch of keys together. With a gentle metallic scrape, 
you drag them towards you. Once they are safely in your grasp, you 
get to your feet and frantically begin to try the assorted keys in the 
lock. Briefly glancing up from your escape attempt, you realise that 
the alabaster-skinned zombie is almost at the cell door! 

On your seventh attempt you find the right key, and as soon as 
you hear the welcome click of the lock opening you put your shoul- 
der to the door and, with every gram of your strength, thrust the cell 
door open. The dull-witted zombie doesn’t have time to react and is 
thrown back against the main doors of the cellblock, the impact snap- 
ping its neck with a satisfying thud. 

Taking a moment to compose yourself, you lean forwards, hands on 
thighs, and take a couple of deep breaths. The corpse of the jailer still 
lies on the floor next to you and, not knowing what to expect beyond 
the doors of the cellblock, his laspistol could be invaluable. Alterna- 
tively, having already seen one dead body defy the laws of nature, 
leaving his body well alone and making your escape also seems like 
a good option. 


To take the laspistol from the jailer’s corpse, turn to 105. 
To search the other zombie’s body, turn to 304. 
To unlock the doors of the cellblock and escape, turn to 212. 


319 


Clambering down the metal ladders, you've only gone a few metres 
before you hit the smoke layer and are forced to pull your tunic up 
over your mouth and nose to prevent yourself from choking. The 
closer to street level you get, the thicker the smoke becomes until 
visibility is almost zero. Your foot comes to rest against something 
solid, and you step off the ladder to find yourself engulfed in a harsh 
grey haze. 

Using the wall of the building as a guide, you begin to make your 
way along the street, but it is not long before you reach a dead end 
and are forced to turn around to see whether the other end of the 
street offers you a way out. Suddenly, shadows begin to form in the 


smoke and the horrifyingly familiar sound of zombies fills the air. 
You quicken your pace, desperately avoiding the silhouetted shapes 
in the smoky miasma. Your progress is abruptly halted as you bump 
into what feels like some kind of mesh fence. 

Uncertain of the fence’s height, you begin to climb, but the gaps 
in the mesh are too small for your feet and you slip back off before 
you've gone even a few metres. Frantic, you try again and again, but 
no matter how hard you try, you cannot gain any purchase. 

Your efforts come to an end once and for all when an undead hand 
reaches out and rakes you across your back, spinning you to face the 
smoke-obscured zombie horde that has formed around you. You go 
for your weapon but another necrotic hand slashes at you, causing 
you to drop it to the ground. A split second later you follow it as 
countless limbs wrap around you and drag you down. 

Mercifully, the darkness comes for you quickly, and you are dead 
before the zombies begin to feast upon you. 


Your adventure is at an end. 


320 


Walking past the collective body parts of five zombies now strewn 
across the floor of the hab block hallway, you enter the next corridor 
to find that it terminates in a set of stairs. As you approach the far end 
of the corridor, the smell of burning, necrotic flesh begins to weigh 
heavier in the air. You climb the final staircase and come to a set of 
doors, and warily push them open to reveal a rooftop. Unsure what 
to expect out there, you step out with your weapon readied. 


Turn to 354. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you - Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you're on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 399. 
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3 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you defeat the zombies, turn to 259. 
If you lose the combat, turn to 187. 


bee 


Dropping onto your back, you speed feet-first down the slippery 
tunnel. Just as you begin to gather momentum, the tunnel termi- 
nates abruptly and you find yourself in a cramped sewer pipe, barely 
high enough for you to stand up in. Directly ahead of you is another 
tunnel that leads further down and even deeper below the hive city. 
Other than that, your only option is to stoop and continue along this 
cramped tunnel. 


To slide down the tunnel opposite, turn to 113. 
To walk down the cramped tunnel, turn to 307. 


dat 


It’s a shame your survival instinct isn’t as sharp as that of the undead, 
otherwise you probably would have turned in the opposite direction 
instead of trying to take on six zombies at once. 


Your adventure is at an end. 
(> 1) bd 
325 


The small metal door opens easily and you find yourself in an arti- 
ficially lit, white-tiled room. A gurney sits in the centre of the room, 
atop which lies a male corpse, also dressed in a uniform similar to 
your own. The walls are lined with locked glass cabinets, within 
which you can see all manner of pills and vials. You deduce this must 
be a med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless 
to you, behind one glass door sits what you recognise to be a stand- 
ard-issue Imperial Guard medi-pack. Closer inspection of the room 
shows no sign of any keys to unlock the medicine cupboards, so if 
you want to acquire the medi-pack then your only option is to break 
the glass door. 


If you want to break the glass, turn to 252. 
If you decide the medi-pack isn’t worth the risk and want 
to return to the Command Centre, turn to 399. 


QVI0 JH 40 JAH 


HIVE OF THE DEAD 


326 


Despite fighting side-by-side with the two mutants, the pack of 
undead get the better of you. Claudus goes down first after taking 
multiple wounds that would have killed a normal man a dozen 
times over. Even collapsed on the ground, he still flails and swings 
violently, desperate to protect Petchra and yourself. 

Petchra puts up a good fight, her curved blade claiming limbs and 
heads aplenty, but ultimately she too succumbs to the zombie tide, and 
her useless eyes are spared the horrors being inflicted upon her body. 

You try to make a run for it while the zombies are preoccupied with 
their feast, but your wounds are too grave and you've barely retreated 
a couple of metres before you collapse against the stone sewer floor, 
unable to get back up. 

Agonisingly, you lie there for what seems like an eternity, listening 
to the sounds of the undead consuming the flesh of your allies before, 
just as the walking dead turn their attentions your way, the darkness 
finally overtakes you. 


Your adventure is at an end. 


Near-total darkness gives way to pitch black and, hands in front of you, 
you feel your way into the room. Your progress is halted after less than 
a metre when your hands come to rest against a solid wall. Tapping out 
at the other walls which are also within arm’s reach, you realise you 
must be in some.kind of empty store cupboard. You carefully back out 
of the small room, re-enter the corridor and continue along it. 


Turn to 64. 
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Zombie Horde 


* Use grid on opposite page 
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turn to 360. 
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use the following table to deter- 


turn to 9. 
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2 power packs 
If you take out less than 60 


successful to hit roll made 


mine damage: 
1 zombie dead 


2 zombies dead 
3 zombies dead 


If you manage to kill 60 zombies or more before us 


For every 


1-2 
3-5 
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Carefully, you eke your way through the gap in the door of the 
Command Centre, not sure what to expect on the other side. 

The first thing that assails you is the stench - a smell like rotting 
flesh mingled with the acrid scent of burning. A blanket of smoke 
hangs low over the street, obscuring your surroundings and stinging 
your eyes. Covering your mouth and nose with your hand, you look 
up expecting to see sky but instead you are surprised to find artificial 
lighting, wiring and pipework suspended many metres above you. A 
realisation strikes you — this is a hive city, a kilometres-high conurba-' 
tion where millions of souls literally live on top of each other, millions 
of souls who have potentially fallen to this plague of undeath. 

The air is still save for a cool breeze that gently pushes the smoke 
through the narrow street upon which you stand. Following the source 
of the draft, you come to a hole that looks like it has been blasted out 
of the wall of the hive and are treated to a view out across the planet's 
surface. Half a dozen hives stand proudly in the distance, limned by 
the half-light of a cruel dawn. The one furthest away is ablaze and you 
wonder if all of the hive cities on this planet have succumbed to this 
horror, or whether some of the population have armed themselves 
and are resisting. 

Your ruminations are interrupted by the distinctive shuffle of 
booted feet on the ferrocrete streets of the hive city accompanied 
by the guttural moan of the undead. Turning, you are about to raise 
your weapon when you realise how futile this would be. Instead of 
the handful of zombies you were expecting, a veritable army of the 
reanimated is awkwardly manoeuvring towards you, hundreds of 
alabaster-skinned monstrosities bent on feasting on your flesh. 

Briefly, you contemplate trying to make it back to the Command 
Centre but there is now a wall of undead between you and the relative 
safety of the blast doors. If you are quick, you might be able to make 
it to what appears to be a smoke-shrouded building on the other side 
of the street. Your only other option is to stand and fight in the hope 
that the bulk of the zombies will rout once a few of their number 
have gone down. 


To make a dash for the building across the street, turn to 168. 
To make a stand against the ravening horde, turn to 80. 


a 
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The tunnel continues on in a straight line for several hundred metres 
before starting to slope upwards and away to the left slightly. The 
trickle of water running under your feet becomes steadily faster and 
your movement is checked as it swells around your ankles, making it 
feel as if your legs are made of lead. Your muscles are screaming by 
the time you reach the top of the incline and the tunnel opens into 
a vast chamber filled with the water that fed the torrent you've just 
waded through. So preoccupied were you with simply making it up 
the gradient, you completely failed to spot the stench of sewage fad- 
ing away, almost to nothing. Reaching down and raking your fingers 
across the surface of the water, you know why: this is fresh water, not 
effluence. 

Realising that you've not taken on any liquids since waking in your 
cell, you cup your hands and begin to drink greedily from the under- 
ground lake. Newly refreshed — recover 2 Wounds on your Adventure 
Sheet — you survey the huge underground chamber for any sign of a 
way out, but all you can see is water stretching off into the distance. 
With a shrug of your shoulders, you lower yourself into the pool and 
begin swimming. 

Although the water is cold, you are a strong swimmer and power- 
ful strokes propel you quickly through the calm surface of the water. 
Stopping every so often to look around for potential exits, you swim 
for the best part of an hour without seeing anything other than an end- 
less ocean of water. With fatigue beginning to set in, you're relieved to 
hear another sound break the monotony of your arms and legs cut- 
ting through the water — a sound like a slowly revolving rotor blade. 

You strike out in the direction of the fresh noise, soon feeling the 
undercurrent strengthen and finding yourself expending less effort 
but moving greater distances at a single stroke. On the very edge of 
your field of perception, a massive propeller set into an immense wall 
appears and even though it must still be many hundreds of metres 
away, the slow and steady whop whop of the blades fills the volumi- 
nous chamber. Discerning a platform just along the wall from the 
enormous set of blades, you shift direction slightly but can’t fight 
against the pull from the undertow, and carry on moving ever more 
rapidly towards the propellers. Straining with every fibre of your being 
to swim against the current, the water sucks you under. Gasping, 
you launch yourself back up through the surface and begin sucking 
for air. Over the combined racket of the propeller blades and your 
frantic fight for air, you’re certain you can hear shouting and, just 


as the undertow yanks you back under, you see what you think are 
two figures moving along the platform. This time, the undercurrent is 
merciless and you can feel yourself getting dragged deeper and deeper 
down, ever closer to the powerful blades ready to cleave you in twain. 
And then, just as consciousness is fleeing away from you, two mighty 
arms wrap themselves around you. The last thing you feel before slip- 
ping into darkness is your head breaking the surface once more and 
somebody towing you through the water towards the platform. 


Turn to 188. 


537 | 


Your intrepid efforts to make your way through the mortuary have 
come to naught as you fall at the last. Lying bloodied and broken at 
the bottom of the stairwell, the last thing you ever see is the shadow 
of the zombie as he advances to devour you. 


Your adventure is at an end. 


bebe 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 

Looking around the device, you find a cover that appears to house the 
vox-unit’s power source and, after some fiddling, you manage to remove 
it to reveal a battery. The battery is connected to the unit by a pair of con- 
nectors and doesn’t look too dissimilar to a lasrgun power pack. Perhaps 
if you tried to jury-rig a battery you might get the vox-unit working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 301. You can use a power pack from your 
currently equipped weapon if you like. 


Otherwise, turn to 186. 
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With your usual level of caution, you exit through the double doors 
and are surprised to find yourself at the bottom of a stairwell rather 
than another corridor. A set of wide steps leads up to another stair- 
well, which has another set doubling back on the first and leading, 
presumably, to the next level of the building. 

Moving backwards up the stairs, you keep your weapon trained 
above you in anticipation of zombies waiting in ambush on the 
second stairwell or next set of steps, but the stairway is clear. Mak- 
ing your way up the top flight of stairs, you come to another set of 
doors. 


Turn to 125. 


eb 


Releasing your grip on the lever just as the water level is about to 
overwhelm you, you float slowly upwards for what seems like an 
age. With the water about a metre and a half from the top of the 
chamber, you reach up and grip the half-open hatch and attempt 
to pull it open further. Nothing happens and as the water contin- 
ues to rise, your panic increases. With only a few centimetres left 
before the water fills the chamber entirely, you realise that your 
only option is to try to squeeze through the partially opened hatch. 
Pushing your head through, you look up to find a ladder that leads 
up another five metres or so to another plasteel hatch. Pulling your 
right arm through, you grip the ladder but as you try to bring your 
left arm through after it, you discover too late that the hatch isn’t 
open far enough and there isn’t room. The water reaches your chin 
but you're stuck there helpless, head and arm trapped between the 
metal hatch and the side of the tunnel that would have been your 
escape route into the hive city above. As the water comes up over 
your mouth and nose and you begin to take fluid down into your 
lungs, you console yourself with the fact that at least it wasn’t the 
undead that killed you. 


Your adventure is at an end. 
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... Tealise halfway across the abyss that you're not going to make the 
jump! 

In desperation you throw both arms forwards in a last-ditch effort 
to save yourself. Your left hand slaps hard against the ledge bordering 
the roof of the next building, but fails to grasp anything more than 
thin air. Your right hand fares better and connects with something, 
causing the rest of your body to follow it and slam against a solid 
rockcrete wall, knocking the air from your lungs. Maintaining a solid 
one-handed grip on the edge of the roof, you hang there perilously 
for the next few seconds with your legs swinging beneath you, before 
reaching up with your aching left hand to double your grip. Without 
anything to push your feet against for leverage, you exert yourself to 
the limit and haul yourself up onto the ledge using only your arms. 

Exhausted, you lie flat on your back for several minutes, staring up 
at the complex lattice of pipes and cabling that form the roof of this 
level of the hive before recovering enough of your breath to explore 
your new surroundings. 

Thankfully, this roof is larger than the previous one so, even though 
there is only one rooftop you can feasibly reach from here, you'll be 
able to take a running jump. There is also a long metal ladder that 
leads down to street level. 


To jump to the next roof, turn to 175. 
To head to the street, turn to 319. 


3oG 


3 Zombies 


Weapon: 

Claws * x0.5 
Initiative: You 
Saves: None 


Advanced Rules: After two Combat Rounds, move to Close Combat 


If you win, turn to 214. 
If the zombies defeat you, turn to 381. 
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Ascending the steps of the cathedral, you are struck by a flash of rec- 
ollection. Have you been here before? Were you a pious man prior 
to losing your memory? Those thoughts will have to wait because 
as you swing open one of the large double doors, your senses are 
assailed, first by the stench of decay then by the high-pitched buzzing 
of flies. Cautiously, you enter the building, weapon raised in expecta- 
tion of attack. What you step into is like something from an abattoir. 

Hundreds of corpses lie slumped over pews or scattered like rag 
dolls across the cathedral floor. Almost all of them are headless, as 
if they have already been resurrected then had their unlife snuffed 
out. Women, children, the young and the old, this plague of undeath 
does not appear to discriminate. Warily, you begin to move down 
the aisle between the centre of the pews, swinging your weapon from 
side to side, anticipating one or more of the corpses rising up at any 
moment. As you move closer to the raised dais at the back of the 
cathedral you begin to make out another sound above the incessant 
hum of the flies. It’s the sound of chomping and slurping, as if some- 
thing that has been starved for an entire lifetime is sitting down to a 
banquet. Rounding the last pew, the source of the gluttonous sounds 
becomes horrifically apparent. 

Sprawled on the ground in front of a raised pulpit are the remains 
of what was once an Imperial preacher. Crouched over him are a pair 
of zombies, blood and entrails smeared across their lower jaws. You 
involuntarily retch and both sets of dead eyes suddenly fixate on you. 
You begin to step backwards, away from this scene of vile butchery, 
but the zombies abandon their meal and advance upon you. 


Turn to 205. 
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‘Forgive me, please. I was startled, that’s all,’ you say, lowering your 
weapon to the platform floor and raising your hands palm-upwards 
to show that you mean them no harm. 

The larger and more obviously deformed of the pair beams with joy 
and hauls you up off the ground with such force that, fora moment, 
you think he might be about to tear you limb from limb. He sets you 
down and picks up your weapon, presenting it to you like a canine 
might offer its owner a bone. The woman sheathes her blade and 
starts circling you, eying you up and down. After a few seconds she 
speaks. 

‘Cadian. 616th, judging by the insignia on your uniform. What are 
you doing down here? Not like the Guard to just send a lone trooper 
to do a sweep of the sewers.’ 

You begin to explain what’s happening on the streets above and 
how you escaped into the sewers to escape the zombie plague. The 
male mutant stands there rapt, scarcely believing what you're saying, 
but the woman interjects from time to time asking you questions or 
reconfirming your tale with reports of her own. 

‘So, you don’t even remember your name,’ she says when you've 
finished relating your story. ‘I suppose for now we'll just have to call 
you Cadian. I’m Petchra, this is Claudus, and this sewer is our home.’ 

‘But how did you come to live like this? Among the filth and the 
waste from the city above?’ 

She eyes you with incredulity, as if the answer should be the most 
obvious thing in the universe, but then sighs and nods at you. ‘That 
bang on the head really did a number on you, didn't it? We're mutants, 
Cadian, we can’t just wander the streets of the hive city peacefully 
coexisting with the “normal” people. If we tried, we’d be burned or 
drowned or, for some of us at least, carried away on black ships and 
never heard of again. That's why we're forced to live down here. Not 
just Claudus and I, but hundreds more of our kind. 

‘We mean no harm. We just want to be able to live our lives in 
peace, but the preachers spread the word of hatred against us. “Suffer 
not the mutant to live,” they say and send the Imperial Guard and 
local enforcers into the sewers to slaughter us and drive us out.’ Her 
useless blind eyes are filling with tears and the emotion in her voice 
is making some of her words difficult to make out. ‘They'll probably 
blame us for what’s happening on the surface, the Plague of Unbelief, 
but we’re not immune to it. Claudus and I have already had to battle 
those we once counted among our friends, and yet more still roam 
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these sewers. It is no longer safe down here, no matter how well we 
know this place, and it is time for us to move on. 

‘What say you, Cadian? It seems that we both seek the same goal 
and it makes sense that you should lend us your fighting prowess in 
exchange for our knowledge of the secret ways and safe passages. Can 
we put aside whatever differences my kind and yours may have had 
in the past, and help one another?’ 

She holds out her hand in friendship while Claudus looks on wide- 
eyed. 


To accept their offer of help and accompany them out 
of the sewers, turn to 370. 
To politely decline their offer, turn to 83. 
To impolitely decline their offer and attack them, turn to 93. 


ooo 


Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet - but 
your satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 31. 
If the Guardsman defeats you, turn to 49. 


340 


As you get nearer to the closed door, the familiar sound of undead 
moans grows louder. Gripping your weapon tightly, you are just 
deciding on the best course of action when the door is suddenly flung 
open and two zombies lurch out into the corridor. 


Turn to 207. 
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Grateful to be free of the foetid depths of the sewers, you pick your- 
self up out of the sewage that is still gushing forth onto the hive city 
streets and assess your surroundings. 


Turn to 138. 


d42 


Opting for the more difficult of the two roofs, you give yourself a 
long run-up and once more throw yourself across the void between 
two buildings. Kicking your legs in a desperate attempt to gain more 
distance, you fly over the gap but realise at the last instant that you're 
going to come up just short. 

Hitting the edge chest-first, you manage to find purchase with both 
arms and, after hanging there precariously for a few seconds, haul 
yourself over the boundary and onto the rooftop. Wincing, you feel 
your chest. It is tender to the touch as if some of your ribs have broken. 

Mark off 1 Wound on your Adventure Sheet. 

Ignoring your discomfort, you take a look around the rooftop and 
find that there is only one other building within leaping distance. 
Thankfully, the gap is no more than two or three metres across and 
should be a relatively simple jump, even with your injury. 


Turn to 202. 
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Opting to go for the codebook first as it requires less interference with 
the corpse, you swiftly jerk it from between the commissar’s dead 
fingers in one fluid movement, like a children’s entertainer removing 
a cloth from a table while the crockery remains intact. Your relief is 
palpable as the corpse does not rise and attempt to gore you. 

You briefly contemplate adopting the same approach to retrieving 
the map from beneath the body, but dismiss this as it would likely 
result in tearing the map or, even worse, leaving a piece behind. You 
have no option but to lift the corpse from the table to release the map. 

Carefully, you slide your arms under the commissar’s armpits and, 
as gently as you can, lift him from the table and deposit him on the 
floor of the Command Centre. Once again, relief washes over you 
when you realise that the grey-clad corpse remains very much dead. 

This time the relief turns to dismay, however, when you realise that 
blood from the commissar’s many wounds has stained the centre of 
the map and made that section unreadable. 

Putting the disappointment to one side, you instead turn your 
attention back to the codebook. The stencilled Low Gothic text on 
the front cover bears the legend ‘Cadian 616th’ and just below, in 
smaller writing, ‘Subiaco Diablo, Hive Septus Garrison Codebook’. 
Realisation hits you — Cadia is your homeworld and the 616th is your 
regiment, but the other line of text doesn’t mean much to you. Is 
Subiaco Diablo the name of the planet you’re on? Is this Command 
Centre in Hive Septus? 

You flick through the pages of the codebook to see if it provides any 
further clues, but it just seems to be nonsensical sentences along with 
their translations. 

If you've already got the vox-unit working then add together the two 
numbers you had to turn the dials to, and turn to that paragraph to 
crack the coded message. Remember this paragraph number as you'll 
need to return here. 


Turn to 186. 
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You hurtle towards the roof, taking the steps two at a time. A wooden 
door at the top of the stairs opens without protest and you are able 
to step out onto the roof. 

Above street level the smoke is not as thick, and you are afforded 
a better view of the carnage below. Packs of the undead roam freely 
around the streets of the hive city, all resistance to their inexorable 
advance appearing to have been snuffed out. Buildings and vehicles 
smoulder and burn, granting the relentless zombie masses a smoke- 
screen under which to carry out their atrocities. From below, you hear 
the crash of your barricade giving way under wave after wave of reani- 
mated corpses, focussing your attention back on the matter at hand. 

So rapt were you in the bloodshed occurring on the streets that you 
failed to spot your salvation on the other side of the roof. There, nes- 
tled between the corpses of two Imperial Guardsmen, sits a heavy 
bolter! 

You race over to the heavy weapon, positioning yourself at the trig- 
ger just as the first zombie emerges onto the roof. Setting the weapon 
to full-auto, you depress the trigger and keep your finger there as you 
spray the doorway with bolter shells. Zombie after zombie goes down 
and soon the rooftop is bathed in a fine red mist, a grim echo of the 
smoke on the streets below. High-calibre shells tear through rotting 
flesh, sending body parts and torsos through the air only to crash 
down on the streets below. The withering barrage continues unabated 
for several minutes and, as the beltfeed offers up its final round, the 
last of the zombies crumples as a pinpoint headshot explodes its cra- 
nium. 

You allow yourself a brief smile as you slump relieved against the 
heavy bolter, knowing that without it you too would have become a 
grisly street ornament. Your smile quickly turns to a frown, however, 
as you glance sideways to see the pair of dead Imperial Guardsmen 
rising from the ground 

Time to stand and fight. 


Turn to 155. 
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The mouth of the tunnel is barely bigger than a man and, peering 
down into the darkness below, you can only guess at how far it 
descends. 


To enter the tunnel, turn to 130. 
To pull the second lever instead, turn to 68. 


346 


Lacerated and bloodied, you feel a zombie groping at you and 
instinctively recoil. Dazed, you don’t realise how close to the edge 
of the roof you are and step backwards onto nothing, causing you to 
plummet like a stone onto the streets of the hive city far below. 

As your body hits the ground and contorts wickedly, you are mor- 
bidly surprised to find that you are still clinging to the last vestiges of 
life - though not for much longer, as the tell-tale moans ring out and 
the footsteps of the hungry dead draw ever closer. 


Your adventure is at an end. 
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Perching atop one of the Chimeras used to form the barricade, you 
lie there, finger hovering over the firing stud of your weapon, await- 
ing the inevitable assault. The Guardsmen in the sentry tower away 
to your right continue to take down zombies two and three at a time, 
but the numbers pressing against the gate are almost at critical mass. 

Suddenly, the gate gives way and the necrotic tide it had been dam- 
ming sallies forth onto the shuttleport landing platform. The air 
around you fills with the heat and noise of las-fire, and the first wave 
of zombies goes down under the unrelenting barrage. Even more 
walking dead spill through the gates, intent on adding you and your 
Cadian brethren to their ranks, but still they fall to your guns. As the 
bodies pile up, the already slow zombies grind almost to a halt, strug- 
gling to shamble over their fallen ilk, making them easy targets. 

New enemies join the fray: plague cultists, diseased humans not 
unlike the undead but retaining that all-important spark of intellect, 
and with them, bulbous, horned daemon-things giggling and gur- 
gling in delight at the slaughter. 

‘Concentrate your fire on the cultists and daemons!’ yells the colo- 
nel from further along the barricade, and a concentrated salvo of 
weapons discharge cuts down nearly a quarter of their ranks. 

The noise of battle is drowned out by the shrill whine of engines 
as the first of the shuttles arrests its descent and comes to rest on 
the landing platform. The first batch of evacuees - the sick and the 
wounded - rushes towards the lowering boarding ramps, and within 
the space of less than two minutes they are all aboard and the craft is 
able to lift off once more. 

Yet more cultists and gurgling daemons attempt to charge your 
position but, without the sheer volume of zombies to draw fire away 
from them, they are eliminated with ease. 

The second shuttle makes its landing behind you and another group 
of Guardsmen abandon their positions and run to board it. Another 
noise above that of the shuttle’s engines distracts you, and you turn 
to see cultists pouring in from a side tunnel, autoguns blazing in an 
attempt to open up a second front behind you. Several of the escap- 
ing Guardsmen go down before opening up on the cultists with their 
own guns. Confident that things at the barricade are in hand, you 
divert your fire towards the cultists behind and find Colonel Krassek 
doing exactly the same. 

‘Run for the shuttle!’ he calls out to the retreating Guardsmen before 
opening fire once more. ‘Trantor and | have you covered.’ 


Mopping up the last of the cultists, the second shuttle fills with 
Guardsmen, and as the boarding ramps retract, it hovers away from 
the platform. You turn to ask Colonel Krassek why he just called you 
Trantor, but his attention is elsewhere. The cultists and daemon-things 
have backed away from the shuttleport entrance, and something else 
— something big — is advancing upon the Imperial lines. 


Turn to 148. 


348 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life, much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 192. 
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7 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After 3 rounds of Ranged Combat, enter Close Combat 


If you manage to overcome the odds and defeat 
all seven zombies, turn to 216. 
If you lose the combat, turn to 177. 


BTU 


Being careful not to lose your footing on the smooth stones that form 
the floor of the sewer, you slowly make your way along the tunnel to 
a four-way junction. The route North seems to culminate in a tight 
bend that heads off to the East. The routes to the South and East both 
lead to other four-way junctions. The tunnel to the West proceeds to 
a three-way junction. 


To go North, turn to 169. 
To take the tunnel to the East, turn to 135. 
To make your way South, turn to 397. 
To head West, turn to 230. 


dol 


The tunnel to the left is just as well lit as the previous one and 
almost as soon as you enter it, you notice that there is an open door 
about halfway down with a pair of cultists lurking around outside it. 
Squeezing both studs on the controls of the flamer and allowing the 
jet of liquid promethium to introduce itself to naked flame, you send 
a torrent of fire along the tunnel. Not reacting quickly enough, one 
of the cultists’ robes ignite and he begins flailing about, trying to put 
out the fire that has engulfed him. 

The second cultist reacts quicker and, dodging the jet of fire, begins 
shooting at you. 


Turn to 123. 


302 


Rummaging through the tatty, blood-soaked scraps of cloth, you find 
nothing more than a prayer book and a holy symbol attached to a 
length of chain. Remember to mark these items on your Adventure Sheet 
if you choose to take them. 


Time to leave, turn to 275. 
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You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 128. 
To examine the vox-unit, turn to 152. 


BY | 


The towering cathedral sits off to one side, dominating the skyline of 
this level of the hive city, and from your elevated position you can 
see plumes of smoke rising from burning, and burned-out, buildings. 
Although the environmental lighting is still operating in this area, 
whole sectors appear to have been plunged into darkness and are 
now illuminated only by the orange glow of flames. A layer of smoke 
sits at street level, obscuring the roads and pavements and masking 
too the undead hordes roaming the city. 

Searching the rooftop, you can’t find any access down to the streets 
and alleys below but the next rooftop looks close enough for you 
to be able to jump across to it. From this vantage point it looks as if 
making your way across the city over the rooftops is the safest option. 

Giving yourself a long run-up, you sprint headlong towards the 
edge of the roof and at the last minute push yourself off your back leg 
into the void between the buildings... 


Turn to 116. 


3D 
epeded 


‘He may not be able to remember his own name but he certainly 
remembers what courage is,’ the colonel says proudly. ‘Those of you 
staying back to fight the rearguard, stay here and see Captain Lostromo, 
who'll distribute extra ammunition. The rest of you, take up your firing 
positions and be ready to move when those shuttles land.’ 

Gain 1 Purity point for your bravery. 

The congregation breaks up and you wait patiently while Lostromo 
moves among the remaining Guardsmen distributing power packs. 
When he reaches you, he hands you 3 power packs — remember to 
mark them on your Adventure Sheet - and you can’t help but notice that 


his eyes are bloodshot, the white almost entirely usurped by crimson 
blood vessels. 

‘Sir, are you sure you're all right?’ you ask. 

‘I've already told you I’m fine,’ he snarls before breaking out into 
a hacking cough. You make to move towards him but he rounds on 
you, and for the next few seconds he stands there staring intently at 
you. His gaze is only broken when Krassek calls out to him and he 
makes his way to the colonel’s side, coughing as he goes. 

Just as you're deciding whether to mention something to the colonel 
about Captain Lostromo’s condition, a cry comes up from the main gate. 
The enemy has been sighted and the zombies are breaking through! 


If you reinforced the barricades, turn to 190. 
If you patrolled the freight tunnels, turn to 291. 
If you thinned out the zombie numbers at 
the main gate, turn to 347. 


306 


The route left doesn't go very far before your surroundings become 
almost unrecognisable as a city. Smouldering masonry and metal add 
their contribution to the banks of smoke drifting purposelessly across 
this level of the hive, and instead of the doleful moans of zombies 
the only sound you can hear is the creak of plasteel supports straining 
to hold up what remains of ruined structures. 

The further along you move, the thicker and more frequent the 
smoke becomes until it forms one enormous cloud that sits at street 
level, limiting your view to scarcely a few metres in front of you. The 
texture of the smoke has changed too, and as you pass your hand 
through wisps of it, it is almost as if it clings to your fingers and only 
reluctantly releases you. The smell is different now as well, having an 
almost excremental quality to it which makes you heave slightly. 

Being careful where you place your feet to avoid tripping over the 
debris that freely litters the ground, you penetrate further into the 
unnatural mist, hoping that a path to safety lies somewhere within. 

As you proceed cautiously down the street, you become aware of 
another sound other than the straining of metal against gravity. A 
sound almost like giggling, but with a wet, burbling quality to it. 

You increase your pace, heading deeper into the fog. 


Turn to 196. 
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Four-armed Zombie 


Initiative: You 
Saves: None 
Advanced Rules: After one Combat Round, move to Close Combat 


If you defeat the undead mutant, turn to 143. 
If the zombie wins, turn to 289. 


obede 


Deciding that discretion is the better part of valour, you return to 
the Command Centre, relieved to see that the three corpses still lie 
where they were before you visited the med-bay. What do you want 
to do next? 


To exit the Command Centre through the blast doors, turn to 393. 
To examine the scanners and pict screens more closely, turn to 147. 
To examine the vox-unit, turn to 281. 

To see if there is anything useful lying on any of 
the tables, turn to 5. 


309 


The vox-unit appears to be in good working order, but twisting the 
dials on its face doesn’t do anything, and the green box continues to 
make the low hissing sound instead of relaying a clear signal. 
Looking around the device, you find a cover that appears to house 
the vox-unit’s power source and, after some fiddling, you manage to 
remove it to reveal a battery. The battery is connected to the unit by a 


pair of connectors and doesn’t look too dissimilar to a lasrgun power 
pack. Perhaps if you tried to jury-rig a battery you might get the vox-unit 
working. 


If you have a lasgun power pack and want to improvise a battery 
from it, turn to 11. You can use a power pack from your 
currently equipped weapon if you like. 

Otherwise, turn to 239. 


360 


‘My octogenarian grandmother shoots straighter than you, and she’s 
blind!’ the wiry Guardsman yells at you as another one of your 
shots fails to take down enough zombies. ‘Why don’t you leave us 
any spare power packs you've got and go back to Captain Lostromo. 
Leave the sharpshooting to the professionals instead.’ 

Disheartened, you remove the spare power packs from your back- 
pack — remember to mark them off on your Adventure Sheet — and clamber 
down out of the sentry tower. 


Turn to 38. 


361 


This hallway, like the others before it, contains nothing but doors 
and windows. Just before you reach the end, however, you notice that 
one of the doors isn’t shut properly. 


To open the door and enter the hab unit, turn to 165. 
To continue around the corner and into the 
next hallway, turn to 52. 
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‘T'll reinforce the barricade,’ you answer. 

‘We only have one Sentinel that’s still in working order. You'll need 
to use it to lift any cargo crates or other heavy items you can find 
in the shuttleport and deposit them around the Chimeras. It doesn’t 
need to be permanent but it will need to hold off whatever the Arch- 
enemy is likely to throw at us. Come on, follow me.’ 

Lostromo begins to pick his way across the platform, weaving 
among the prone forms of Guardsmen towards the bipedal walker 
sitting at rest in an alcove on the other side of the shuttleport. He’s 
almost there when a nearby Guardsman, who you'd presumed to be 
either unconscious or sleeping, rises suddenly from the floor, now a 
zombie, and makes a grab for the captain. Lostromo pitches back- 
wards and, with the undead Guardsman pinned firmly on top of him, 
struggles to reach the laspistol holstered by his side. He lets out a 
scream as the reanimated corpse clamps its teeth down on his neck, 
but by this point you've gathered your wits about you and, raising 
your weapon, take the zombie’s head clean off its shoulders. 

Lostromo pushes the decapitated cadaver off him and struggles to his 
feet, rubbing at the gouge on his neck. Several nearby Guardsmen rush 
over after hearing the commotion but the captain shoos them away, tell- 
ing them that he’s fine and that it’s nothing more than a flesh wound. 

‘You should probably have a medic check that out, sir,’ you advise him. 

‘I’m fine, not that it’s any of your damned business, trooper!’ he 
snaps at you. ‘Now start building up that barricade before I change 
my mind and send you on patrol back out on the streets of the hive 
city.’ 

Leaving you to clamber aboard the Sentinel, Lostromo returns to 
the colonel’s position, barking orders at Guardsmen along the way. 


Turn to 209. 


36. 


The zombie Guardsman crashes back against the pristine white wall 
of the med-bay and streaks the tiles with crimson as he slides down 
into a heap on the floor. Not wanting to hang around lest he comes 
back to life once more, you return to the Command Centre. 


Turn to 294. 


364 


The three zombies lie motionless on the floor around you. You turn 
your attention back to the blast door, and a few more strong pulls 
on the lever open it enough for you to squeeze through. Glad to be 
leaving this charnel house, you step through and into what remains 
of the city outside. 


Turn to 329. 


36D 


The tunnel sweeps around into another flat passageway which 
continues for as far as the eye can see. The walls of this sewer pipe 
are cracked and water trickles in through moss-rimed gaps before 
trickling down well-worn grooves and depositing on the floor. The 
sloshing sound made by your feet dragging through the water is 
almost soothing, and the tonnes of stone and tunnelwork between 
you and the horrors of the streets are some consolation for having 
to endure the stench and the dampness of the undercity. You're 
beginning to think that this tunnel might lead on forever towards 
salvation, when it ends abruptly in a steep drop into another tunnel 
below. Just as you contemplate turning around and heading back the 
way you came, you notice a rusted ladder and, after quickly testing it 
for safety, climb down towards the tunnel below. 

The ladder creaks under your weight and you miss your foot- 
ing more than once where a rung has corroded away. You're only 
a couple of metres from the bottom when a loud groan issues from 
somewhere above you and a bracket holding the ladder to the wall 
snaps, causing the section you're standing on to come away from the 
wall. Falling backwards, you land awkwardly on your arm and lie 
there fora moment, moving your fingers and testing to ensure it isn’t 
broken. Fortunately for you it isn’t your shooting arm, because as you 
rise to your feet an unmistakable moan echoes down the passageway, 
shortly followed by the splash of two pairs of undead feet shambling 
through the sewer towards you. 


Turn to 258. 
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The wing comes away easily from the pile of mechanical debris and, 
after experimenting with the lifter arm controls, you are able to 
manoeuvre it over to the barricade and drop it into position. 

The scrape of metal on metal is still ringing in your ears when 
Trooper Kabba, the driver of the Chimera that rescued you from the 
streets of Hive Septus, shouts up to you that Captain Lostromo needs 
to see you. 


Turn to 65. 


364 


Setting off down the street, you pass the burned-out shells of what 
once were hab blocks. You cannot help but wonder if those that per- 
ished in the flames were the lucky ones to be spared the horrors now 
being wrought across the hive city. Thankfully, the lack of corpses to 
reanimate means that the street, in this direction at least, is thank- 
fully zombie-free. 

The street meanders for several hundred metres before doglegging 
to the right, past the smouldering embers of collapsed buildings. 
The stench of burnt plastic and flesh is very pungent here and you 
are forced to pull your tunic over your mouth and nose to prevent 
yourself from retching. The smoke begins to thicken too, and your 
eyes start to water and sting. You are just contemplating turning 
back and heading in the opposite direction when you come up 
against the dead-end of the hive wall and the decision is made for 
you. 

Suddenly, from out of the filthy black smoke, four zombies appear, 
backing you up against the hive wall and leaving you no choice but 
to defend yourself. 


Turn to 94. 


368 


The small metal door opens easily and you find yourself in an arti- 
ficially lit, white-tiled room. A gurney sits in the centre of the room 
atop which lies a male corpse, dressed in a uniform similar to your 


own. The walls are lined with locked glass cabinets, within which 
you can see all manner of pills and vials. You deduce this must be a 
med-bay. 

Giving the cadaver a wide berth, you subject the cabinets to closer 
inspection. Although most of the labels on the jars are meaningless to 
you, behind one glass door sits what you recognise to be a standard- 
issue Imperial Guard medi-pack. Closer inspection of the room shows 
no sign of any keys to unlock the medicine cupboards, so if you want 
to acquire the medi-pack then your only option is to break the glass 
door. 


If you want to break the glass, turn to 221. 
If you decide the medi-pack isn’t worth the risk and want 
to return to the Command Centre, turn to 186. 
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Scrambling aboard the cramped confines of the armoured personnel 
carrier in expectation of finding a full Imperial Guard squad, you're 
surprised to find that apart from the vehicle’s commander who 
invited you aboard, the only other person on board is the driver. The 
interior is dimly lit by the reflected light of the instrument panels, 
lending the space an eerie green and red glow. You position yourself 
on one of the narrow benches running parallel to the vehicle’s hull 
and the driver revs the engine, the rate of acceleration taking you by 
surprise and sliding you further along your seat. 

‘Looks like we found you in the nick of time,’ the commander says, 
strapping himself into his chair. He looks to be just pushing forty, 
flecks of white already making an appearance among the jet black of 
his moustache and beard. Helmeted as he is, you can’t tell what col- 
our his hair is though you suspect it to have the same salt-and-pepper 
tones as that on his face. 

‘I’m Captain Lostromo of the 412th, and this is Trooper Kabba,’ he 
continues. The driver turns and nods at you before returning his full 
attention to controlling the thirty-eight-tonne vehicle. ‘You're 616th 
by the looks of it. Mind telling me what you're doing in Hive Septus, 
seeing as the rest of your regiment are posted outside of the hive in 
the Wastes?’ 

Taken aback by this revelation, you find yourself at a loss for words. 
‘I... [don’t know,’ is all you can muster. 

Lostromo looks at you sceptically. ‘What do you mean you “don't 
know”? 

You explain to him what happened to you since you regained con- 
sciousness this morning — being careful to leave out the part about 
coming to in a prison cell —- about your amnesia and everything you've 
been through to survive the undead uprising. Occasionally, he nods 
in affirmation at some detail you relay, as if he too has experienced 
similar situations. 

‘Amnesia, you say?’ he queries once you've finished your tale. ‘Wish 
I was suffering from that, the things I’ve witnessed over the past few 
days.’ 

He goes on to explain that three days ago, without warning, the 
dead started rising from the morgues and the burial grounds in the 
Wastes on the outskirts of Subiaco Diablo’s hives. Though slow and 
ponderous, their sheer weight of numbers made them a force to be 
reckoned with and the way they enlisted new recruits made them an 
incredibly efficient fighting force: everybody the zombies kill rises 


from the dead to join their ranks. Within hours, all of the planet's 
hive cities were under attack by the reanimated dead and already 
thousands of the planet's defenders had fallen only to rise again on 
the side of the enemy. 

All contact had been lost with the other hives but here in Sep- 
tus, the Imperial Guard high command had managed to rally and 
organise some kind of defence, falling back to the shuttleport and 
sending a distress signal via the few surviving astropaths in the vain 
hope that rescue would come. Wave after wave of plague zombies 
threw themselves at the gates and barricades of the shuttleport, and 
still no response came to the call for help. Then, just as all seemed 
lost and the few hundred surviving Imperial Guard were destined to 
become a banquet for the undead horde, a response was received. 
The news was grim: all over the sector other worlds were succumb- 
ing to the zombie plague and there were rumours that yet more 
worlds had come under attack by the Ruinous Powers. In the dark- 
est recesses of hive cities all across the galaxy and on the deepest 
decks of Imperial Navy ships there were whispers that Abaddon the 
Despoiler had returned to prosecute another Black Crusade against 
the Imperium of Man. 

But the Imperium had begun to fight back and even now hundreds 
of Cadian regiments were mobilising and translating in-system to 
reinforce the billions of troops already laying their lives on the line to 
stem the wave of Chaos washing over Segmentum Obscurus. Troop 
ships were deploying to planets neighbouring Subiaco Diablo and 
shuttles would be dispatched down to Hive Septus to pick up any 
survivors and allow them to rejoin the battle against Abaddon on 
other worlds. 

‘We're leaving Subiaco Diablo to the dead and taking the fight to 
the enemy somewhere we still stand a chance of victory,’ Lostromo 
continues. ‘I meant it when I said we'd found you just in the nick of 
time. This is the last Chimera we despatched to find survivors, and 
the shuttles arrive in the next couple of hours. If we hadn’t found you 
when we did then you would have been left on your own. 

‘Better get some rest. I've a feeling that there are still battles to be 
fought before we make it off this hellhole, and Colonel Krassek is 
going to need every available man.’ 

The sound of the colonel’s name causes a vague spark of recogni- 
tion, but with your memory still locked tight you give it no more 
thought and take the captain’s advice to get some rest. 


Turn to 260. 


QVI0 JHL 40 JAH 


HIVE OF THE DEAD 


3é0 


‘Though our goals are the same...’ you begin. Claudus looks as if he’s 
about to cry expecting you to answer in the negative. ’... our alliance 
can be only temporary. Once we reach the surface, we go our separate 
ways. If you can both agree to that then we have ourselves a deal.’ You 
proffer your hand to the female mutant, holding it mere centimetres 
from her own outstretched hand. 

Petchra hesitates for a few moments before taking your hand and 
gripping it. She smiles wryly. ‘Seems not all of the Cadian got knocked 
out of your head, did it?’ Claudus ambles over to you, grinning from 
ear to ear, and pats you on the shoulder, which causes you to stumble 
forwards and almost end up back in the water. 

‘Sorry,’ he says a little shamefacedly. 

‘Come on then,’ Petchra says, gathering up her and Claudus’s mea- 
gre belongings. ‘This way.’ She disappears into the gloom of the 
tunnel leading off the platform and, still grinning like a loon, Claudus 
follows her. Still uncertain that you’ve made the right decision, you 
gather your own equipment and follow them. 


Lose 2 Purity Points for associating yourself with mutants. 


Turn to 97. 
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Quietly, you try the door handle but it doesn’t open. There is a key- 
hole set in the handle - if you are in possession of a key, turn to the 
paragraph number engraved on the key. If you do not have the key then 
you have no choice but to continue into the next corridor. 


Turn to 144. 


dé2 


Pulling your sleeve over your fist, you deliver a swift jab to the glass 
door, causing it to shatter into hundreds of tiny pieces. You remove 
the medi-pack, which can be used once to restore your Wounds to 
their starting level - remember to mark it on your Adventure Sheet — but 
your satisfaction is short-lived as you hear the now-familiar groan of 
a recently animated corpse from over your shoulder. 

Turning, you once again come face-to-face with a zombie. 


Zombie Guardsman 


Initiative: Zombie Guardsman 
Saves: None 
Advanced Rules: Skip Ranged Combat 


If you defeat the zombie Guardsman, turn to 279. 
If the Guardsman defeats you, turn to 49. 
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Weapon raised, you push open one of the double doors by the merest 
fraction and peer through the gap to see what awaits you on the other 
side. Relieved that there are no zombies lying in wait for you, you step 
through into a long corridor decorated in identical white tiles to those 
in the foyer. A trail of smeared blood runs the entire length of the cor- 
ridor, stopping abruptly at another set of double doors at the far end. 

About a quarter of the way down the corridor on the right-hand side 
there is a door set into the wall, while three-quarters of the way down 
the corridor on the left-hand side there is a similar door. 


If you want to open the nearest door on the 
right-hand side, turn to 306. 
If you want to ignore that door and instead open the door further 
down the corridor, turn to 59. 
If you want to ignore both doors and instead go through the double 
doors at the end of the corridor, turn to 150. 


dé 


You twist the handle but the door refuses to open. After shoulder- 
barging it roughly a couple of times to no discernible effect, you 
continue on your way. 


Turn to 312. 


odo 


The door opens into a hallway that runs straight for approximately 
thirty metres before terminating abruptly in a bend. A dirty floor cov- 
ering runs along its entire length and there are several plain wooden 
doors at regular intervals along the plain walls on both sides. Next 
to each door there is a round window and just below these are small 
metal keypads embedded in the walls. The only sound you can hear 
is the gentle buzz of the lume strips arrayed along the ceiling. 

You briefly consider calling out to see if there are any survivors 
cowering behind the closed doors, but think better of it in case it is 
the dead you attract rather than the living. What do you want to do? 


To move quickly down the hallway and round the 
corridor, turn to 16. 
To try to open one of the doors, turn to 310. 


346 


It is some time later before Claudus catches you up. You have been 
waiting for him at a large plasteel door that bars further progress down 
the tunnel. There is a large lever by the side of it that is encrusted with 
a thick coating of rust. Even if you hadn’t been waiting for the mutant 
you doubt that you would be able to pull the lever without his help. 

Claudus’s eyes are puffy and red and he’s still sniffling gently. 

‘Are you going to be alright?’ you ask. 

‘I... I don’t know,’ he sobs. ‘Petchra looked after me, kept me safe 
and out of trouble. If it came down to fighting, then I was able to help 
her out but it hardly ever came to that ‘cause she always had a knack 
for knowing where trouble was and keeping well away.’ 

You're just about to explain to him about Petchra’s ‘gift’ and how it 
had kept them out of danger all these years when you think better of 
it; you don’t know how he'll react to find out that the only friend he’s 
ever had was a witch, a psyker. Better to leave him with the opinion 
that she was lucky rather than warp-touched. 

‘Will you promise me something, Cadian?’ Claudus asks, though 
the way he says the word Cadian sounds awkward and forced. 

‘T'll try. What is it?’ 

‘When we get out of here. I mean, when we get above ground, can 
I stay with you?’ 

Slightly taken aback, you stutter and hesitate. 

‘It’s OK, I understand,’ Claudus says, wounded. ‘Doesn't matter 
that we've saved each other’s lives down here. Doesn’t matter that my 
friend died, left me all alone so that you might make it back to the 
hive city.’ 

‘No, that’s not it. It’s just that...’ You pause, making sure that you 
find the right words to placate him, but none come. ‘Of course we 
can stay together,’ you say eventually. ‘I woke up in a prison cell this 
morning, so it’s not like Ill be rejoining my regiment anytime soon.’ 

The brutish mutant moves to hug you but, fearing for your ribs, you 
thrust out your arm and shake his hand instead. Having a giant freak 
in tow above ground might not be the smartest move, but the world 
above is going to hell and the apocalypse makes strange bedfellows. 

‘Come on, let's get this door open.’ The pair of you grip the metal 
lever and pull hard on it. It shifts easily - thanks mainly to Claudus’s 
effort - and with a grind of levers, the door swings open to reveal 
another chamber. 


Turn to 255. 
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Thinking fast you say to him: ‘But your master is dead. I am your new 
master.’ 

‘Dead?’ he replies in monotone, as if not grasping the concept. 

‘Yes, dead,’ you say, trying to buy some time to put it in terms the 
servitor will understand. ‘He has suffered a major malfunction.’ 

‘Major. Malfunction,’ the man-machine repeats. ‘You. New. Master?’ 

‘That's right. You have to do whatever I say.’ 

‘You. New. Master,’ he affirms and positions himself by your side. 

Surprised at how easy you found this, you wonder what it was you 
did in the Imperial Guard before the bout of amnesia. The lack of 
stripes on your sleeve suggests that you're not an officer, but perhaps 
you were some kind of negotiator or interrogator? Capitalising on 
your newly rediscovered communication skills, you try to obtain 
some answers from the servitor. ‘What happened here?’ you ask him. 

‘You. New. Master,’ he says again. 

‘No, not what happened just now. What happened to all these peo- 
ple? Why are the dead rising and attacking us?’ 

This time he doesn’t even respond but stares at you blankly through 
augmented optics. You consider rephrasing the question but decide 
that it is futile. He’s probably programmed to fetch and return prayer 
books and scrolls from the cathedral’s librarium, and would only 
have been furnished with a limited vocabulary. 

Over the incessant hum of flies you can just make out the drone of 
zombies beginning to assemble in the piazza. Time to move while 
you can. 

‘Follow me,’ you order your new charge. 


Turn to 24. 


add 


With guile akin to that of a pickpocket, you very cautiously begin to 
slide the lasgun from out of the dead Guardsman’s hand, all the while 
expecting his eyes to flick open or a hand to reach up and grab you. 

Much to your surprise and relief, the gun comes free without the 
corpse coming back to life and attacking you. Checking the dial on 
the power pack, you see that only one round has been fired and there 
are 14 shots left. Remember to mark both the weapon and the ammo on 
your Adventure Sheet. 


Uo 


Lasgun > 


Turn to 178. 


Each of your shallow footfalls is greeted by more zombie heads turn- 
ing to face you, until by the time you're halfway across the gantry, 
almost every pair of dead eyes in the building is locked on your 
position. Suddenly, from a commercia unit at the far end of the 
galleria, you espy movement which you initially attribute to just 
another zombie joining its undead brethren, but after a few seconds 
it becomes apparent that somebody is signalling to you. 

Scrunching your eyes to sharpen your focus, you can make out a 
blond-haired man waving his arm at you through a rent in a metal 
shutter. You raise your arm in acknowledgement and the man sig- 
nals something else to you — two fingers pointed downwards moved 
alternately backwards and forwards, followed by the same two fingers 
thrust in your direction. Confused, you stand there for a second trying 
to decipher his meaning when the realisation strikes you: the lunatic 
is going to make a run for it! 

You frantically wave both arms in front of you, hoping that he rec- 
ognises the universal signal for ‘don’t be an idiot’, but too late. He’s 
already out from the cover of the commercia unit and dodging zom- 
bies. 

Unless you do something and quick, he doesn’t stand a chance. 
If you have a ranged weapon and some ammunition for it, you can 
begin taking potshots at zombies to clear him a path. Alternatively, 
because most of the zombie horde is currently distracted by you mov- 
ing along the walkway, you can continue on your way in the hope 
that the bulk of the undead will pay him no attention. 


To open fire on the zombies, turn to 41. 
To carry on along the gantry, turn to 283. 
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You are standing in a tunnel that runs from East to West. The corpse 
of a two-headed zombie lies face-down on the stone floor of the 
sewer. To the East, the tunnel proceeds for approximately eighty 
metres before coming to a bend. To the West, the sewer runs for 
about the same distance before splitting into a three-way junction. 


To go East, turn to 48. 
To go West, turn to 104. 


ST) | 


As the life flows out of you and onto the filthy floor covering of the 
hab block hallway, you know that it won't be long before you too 
will be patrolling these corridors, waiting to strike at anybody foolish 
enough to enter. 


Your adventure is at an end. 


dor 


The close confines of an Imperial Guard prison cell are not the ideal 
battleground to be facing a pair of zombies. As valiantly as you fight, 
the cloying press of dead flesh overwhelms you and, within hours, 
you too will become a reanimated corpse ready to wreak bloody 
havoc on this world. 


Your adventure is at an end. 


dod 


The shuttle begins to rise from the shuttleport landing platform and 
you manage to jump onto one of the slowly retracting boarding 
ramps at the last possible moment. 

Suddenly, a chill wind fills the hangar and the air begins to crackle 
with arcane energy. The shuttle lurches violently to one side and you 
are thrown from the ramp, falling several metres onto the rockcrete 
platform below and landing hard on your side. 

Mark off 1 Wound on your Adventure Sheet. 

Groggily picking yourself up from the floor, you recover the colo- 
nel’s bolt pistol and make ready to tackle this new threat. When you 
realise the true nature of the threat, it quickly becomes apparent just 
how ineffective a bolt pistol is going to be. There, gripping the tail end 
of the shuttle as if it were nothing more than a glider fashioned from 
parchment, stands one of the most vile things in all creation. 

Fully fifteen metres tall and every centimetre of it covered in 
blubbery, pustulant flesh, it resembles a larger version of the small 
daemon-things you fought against earlier. Its misshapen features 
look grotesquely comical, not that you can see the humour while it’s 
threatening to crash the shuttle that is yours and your Cadian kin’s 
only escape off this planet. Just when you thought that you’d expe- 
rienced every olfactory sensation that the universe had to throw at 
you, its odour hits you, causing you to double over in a convulsive 
dry heave. 

Engines wailing in protest, the shuttle vainly tries to break free of 
the daemon’s grip but to no avail. Unless you do something quickly, 
the last shuttle isn’t going to make it offworld. 

And that’s when the idea hits you. 


Turn to 167. 


bO4 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To see what lies beyond the small metal door, turn to 272. 
To examine the vox-unit, turn to 359. 
To see if there is anything useful lying on any 
of the tables, turn to 225. 
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The last of the reanimated corpses staggers backwards, not yet fully 
aware that it has died for a second time, and falls headlong from the 
roof onto the street below. The wet thud is still echoing as you begin 
your search for a way off the roof. 

With only a single structure close enough to jump to comfortably, 
you launch yourself into the air once more. 


Turn to 193. 


3O6 


The tunnel takes numerous twists and turns and at one point you 
become convinced that you've actually turned back on yourself and are 
heading back the way you came. You're just pondering retracing your 
steps when the light improves and it begins to corkscrew upwards. 
After what feels like several kilometres, the tunnel straightens out and 
levels off, eventually ending in an aperture of bright light. Heartened by 
what could be daylight, you pick up the pace but check yourself when 
you hear voices coming from beyond the end of the tunnel. Stealthily 
negotiating the last few metres, you press yourself up against the side 
of the passageway and poke your head around the tunnel mouth. 

Several metres below your vantage point, seven robed figures are 
daubing symbols and sigils on the floor of a large open chamber. 
They speak to each other in a strange language and their every utter- 
ance causes nausea to rise in your stomach and your ears to pound. 
A gantry leads from the tunnel mouth in which you are hiding all the 
way around to a similar tunnel mouth on the opposite side of the 
cylindrical chamber. As you weigh up your options the cultists below 
you finish their arcane graffiti and form a circle around a particularly 
vile icon that looks like it has been scrawled on the floor in a mixture 
of blood and excrement. As one they begin a foul chant and at that 
same moment blood trickles from both your nostrils. 

Now that the cultists are distracted by their ritual it should be a 
simple matter to creep around the gantry and escape via the tunnel on 
the other side. On the other hand, whatever ritual they're performing 
isn’t likely to have a pleasant outcome. 


To escape across the gantry, turn to 303. 
To attack the cultists and break up their ritual, turn to 58. 


STiY 


You take the left-hand fork again, and you're at least thirty metres 
along it before you realise that the sound of pursuit has ceased. Slow- 
ing almost to a walking pace, you look around you in all directions, 
expecting the beast to suddenly pounce upon you from out of the 
mist. The ground below you becomes more even and as the scattered 
debris thins to almost nothing, you're just beginning to think that 
you've caught a break when the giggling sounds again, even more 
sickening than before. 
Breaking out in a cold sweat, you carry on running. 


Turn to 102. 


BT IT 


3 Zombies 


Initiative: You 
Saves: None 
Advanced Rules: After two Combat Rounds, move to Close Combat 


If you defeat them, turn to 73. 
If you lose the combat, turn to 200. 
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As much as you'd like to remain on the good side of Him On Earth, 
going toe-to-toe with a bunch of heretics doesn’t seem to be the best 
way of preserving your own skin. 

Lose 2 Purity points. 

The next rooftop is close enough to leap to, and without expending 
too much effort you find yourself on a gently pitched tiled roof. Being 
careful not to slide back down the slope of the roof, you clamber up 
to its apex to see what's over the other side and find that the down- 
ward incline leads directly onto another, flatter rooftop. 

Sliding down on your backside, you come to a halt on an enormous, 
perfectly square rooftop. So vast is its surface that it takes several min- 
utes to explore and although you aren't close enough to any other 
buildings to be able to jump across to them, you do find a trapdoor 
that leads down into the building below. 


Turn to 36. 


390 


You remove the connectors from the vox-unit battery and attach 
them instead to the lasgun power pack. Instantly, the vox-unit springs 
into life, much louder than previously but still with its familiar hiss. 
Manipulating the two dials to read 8 and 5 respectively, you soon 
resolve a clear signal on what you presume to be an Imperial chan- 
nel. A male voice relays the same three words on a five-second loop: 
‘Hammerfall. Raven. Epsilon.’ After the message plays for the eighth 
time the vox abruptly cuts out - the power pack has been completely 
drained! Remember to mark the power pack off your Adventure Sheet. 

If you have found a codebook then you'll be able to decipher the 
message by adding together the three numbers on the front cover 
and turning to that paragraph. Remember this paragraph number as 
you'll need to return here. 


Turn to 208. 


391 


The dog lets out a pathetic whimper and crumples in a heap on the 
ground. Brushing away broken glass and clumps of matted fur from 
your tunic, you continue down the corridor. 

Passing the next round window, you hear another growl and barely 
have time to react before another zombie dog springs forth, spraying 
the hallway with yet more shattered glass. It stands in front of you, 
curling its decomposing lips and snarling at you. 


Turn to 173. 


392 


‘As much as I don’t want to hang around in these sewers any longer 
than I have to, I like the idea of taking on more of those walking 
corpses even less,’ you say, sensing that there might be more to 
Petchra’s desire to take the West passage than mere instinct. You 
gesture with your arm, inviting Petchra to lead on, and Claudus just 
gives another shrug before following you both down the tunnel. 
After another couple of hundred metres the passageway comes 
to another three-way junction. This time, without any protest from 
either you or Claudus, she turns and heads along the North tunnel. 


Turn to 293. 
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The blast door is incredibly heavy and made of half a metre of 
impenetrable ferro-steel, and even though the lever mechanism that 
unlocks it is both well oiled and well used, it still takes a huge effort 
to open. Eventually, with a loud scrape of metal on metal, the door 
slowly begins to slide aside. You are just about to redouble your 
effort when a noise behind you attracts your attention. 

Spinning on your heel, you turn to face the reanimated bodies of 
the commissar and the two Imperial Guardsmen as they shamble 
towards you, intent on murder. The door is barely ajar, but with a few 
more mighty pulls you may be able to get it open and squeeze through 
before the unholy trio reach you. Otherwise, your only option is to 
stand and fight. 


To carry on opening the door with the lever 
mechanism, turn to 114. 
To fight the three zombies, turn to 219. 


394 


Confident that nothing is waiting to pounce on you, you kick the door 
open even further and tentatively peer into the room. Every square 
metre of tiled wall, with the exception of the doorway, is covered in 
floor-to-ceiling shelves upon which are thousands of glass jars and 
vials. Walking the entire perimeter of the room, you check each shelf 
for anything that may be of use, but almost every container is full of 
embalming fluid or other chemicals used in the funerary process. 

There are 6 empty bottles sitting on an otherwise bare shelf just 
beside the door, which you may take if you wish. If you do, remember 
to mark them on your Adventure Sheet. 

You close the door behind you and find yourself back out in the 
corridor. 


To try the door on the left-hand side of the corridor, turn to 340. 
To head straight for the double doors at the end, turn to 98. 


39D 


Ignoring the two bodies lying slumped in their chairs, you make your 
way over to the wall to the flickering pict screens and scanners to see 
if there’s anything that will help you make sense of the situation. 

Though many of them are as dead as the two Guardsmen whose 
job it was previously to monitor these screens, several are still relay- 
ing pict feeds, presumably from the city that lies beyond the blast 
doors. On one, what appears to be a smoke-filled piazza is thronged 
by a mass of lumbering undead, a herd of corpses moving aimlessly 
and slaughtering anything in its path. On another, a structure is on 
fire and intermittently a flaming zombie emerges, shambling pur- 
poselessly for a while before entering another building and setting 
that too ablaze. On yet another screen, what appear to be Imperial 
Guardsmen stationed behind a barricade loose off a volley of shots 
into a tide of zombies. Though scores of the undead fall to each bar- 
rage of las-fire, the press of reanimated corpses pushes inexorably on 
and, although you are relieved to know that you're not the only sur- 
vivor of this horror, you wonder how long the others will be able to 
hold out. The only clue to the Guardsmen’s location is the wreck of 
some kind of aerial craft that forms part of their barricade. Have they 
crash-landed somewhere in the city? Are they at a shuttleport? The 
answer lies somewhere beyond the Command Centre blast door. 

As you're deciding what course of action to take next, you notice 
that one of the seated corpses is holding a lasgun. Although your 
recent experience tells you that disturbing a corpse is usually a bad 
idea, a weapon such as a lasgun will be invaluable against the army 
of the dead you know waits for you beyond the Command Centre. 


If you risk taking the lasgun, turn to 183. 
If you decide to leave it where it is, turn to 239. 


396 


The stairs dogleg up onto the next level of the building and, unsur- 
prisingly, you find yourself in a hallway not unlike every other one 
you've journeyed through so far. All of the doors appear to be firmly 
closed along this hallway, and so you proceed with caution into the 
next. 


Turn to 197. 
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Making your way along a tunnel that looks identical to every other 
one you've walked down in the past few minutes, you find yourself 
at a four-way junction. Three of the exits lead to other four-way junc- 
tions, with only the route South offering any variation and leading 
to a three-way junction. 


To take the North exit, turn to 350. 
To take the East tunnel, turn to 211. 
To make your way South, turn to 104. 
To go West, turn to 198. 


398 


With its superior augmented strength and lethal mechanical append- 
ages, the servitor makes short work of you. It abandons your lifeless 
husk and returns once more to stand guard over its master. 


Your adventure is at an end. 


399 
You are in the Command Centre. What do you want to do? 


To exit the Command Centre through the blast doors, turn to 393. 
To examine the scanners and pict screens more closely, turn to 288. 
To examine the vox-unit, turn to 332. 


400 


Miraculously, the bloated daemon takes its time in killing you, and as 
its malformed arms wrap around the Sentinel and begin to crush it, 
the shuttle clears the landing platform and accelerates rapidly upwards 
towards the fleet waiting in orbit high above Subiaco Diablo. 

With a scream of frustration, the daemon squeezes the Sentinel even 
tighter and the beast is still howling as your bones turn to powder and 
the last of the air escapes from your lungs. 


Your adventure is at an end. 


ADVANCED 
RULKS 


The Adventure Sheet 

The Adventure Sheet is where you can keep track of your Statistics, 
Equipment, Ammunition and other information relevant to your 
adventure. You are free to photocopy the Adventure Sheet for per- 
sonal use and it is advisable to fill it out in pencil and have an eraser 
handy as the information recorded on there will change many times 
during the course of your adventure. 


Statistics 
Your character has five statistics recorded on the Adventure Sheet. 


They are: 


Weapon Skill (WS) 
Strength (S) 
Toughness (T) 
Wounds (W) 
Attacks (A) 


Weapon Skill 

Weapon Skill is used to for both Ranged Combat and Close Combat. 
To determine whether your attack is successful, you first determine 
the To Hit Roll on the Roll To Hit Chart and then try and roll equal 
or greater than that number on a single D6. 
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Strength 


Strength is used to determine whether your attack damages your Enemy. 
In Close Combat you would use your character's Strength to determine 
whether you make a successful Roll To Wound; in Ranged Combat you 
always use the Strength value of the Ranged Weapon you are firing. 


Toughness 

Your Toughness statistic is used to determine whether an Enemy’s 
attack damages you or not. Regardless of whether you are in Close 
Combat or being shot at, you always use your own Toughness value 
to determine whether you have been hit or not. 


Wounds 

This is the number of times you can be hit before you die. At various 
points in the adventure you will be able to cure some or all of your 
Wounds but your Wounds value may never go higher than its start- 
ing value. 


Attacks 

This is the number of times you can attack during a single Combat 
Round (see below). It generally has a value of 1 but certain powerful 
Enemies may have 2 or even more Attacks. If an Attacks statistics has 
two values (i.e.1/2) then the first number indicates the number of 
Attacks allowed during Ranged Combat, the second the number of 
Attacks permitted during Close Combat. 


Bonuses & Modifiers 

Certain items you will find during your adventure may give you a 
temporary, or even permanent, bonus to one or more of your Statis- 
tics. The total value of your statistic once the bonus has been applied 
is called your Modified Statistic. Your Base Statistic is your statistic 
value without the modifier applied. 


Purity 

During the course of your adventure, you will find yourself in situa- 
tions where you are exposed to the corruption of the Chaos powers. 
How you react to these situations will alter your Purity score; a high 
score is a sign of a devout follower of the Imperial creed, a low score 
marks you out as one of the agents of the Ruinous Powers. Your 
Purity may be tested from time to time and certain outcomes and 
options may not be available to you depending on how close you are 
to succumbing to lure of the Chaos Gods! 


Weapons 

Weapons fall into two categories: Ranged and Close Combat. A 
Ranged Weapon is anything that can be fired at an enemy from a dis- 
tance whereas a Close Combat Weapon needs to be wielded up close 
and personal. Ranged Weapons have both a Strength and Damage 
value. A Ranged Weapon’s Strength value is used when determining 
if it has successfully wounded the target while its Damage value tells 
you how many to take away from the target’s Wounds value if the To 
Wound Roll is successful and all Saving Throws are failed. 

A Close Combat Weapon has no Strength statistic as the Strength 
value of the character wielding the weapon is always used to determine 
the To Wound Roll. A weapon’s Damage value is always expressed as 
a multiplier and this is applied to the wielder’s Strength value to deter- 
mine how much damage the weapon inflicts. In the event that the result 
contains a fraction, always round up to the nearest whole number. 


Example 1: The Ork has a Base Statistic Strength of 3. He is 
attacking with a Choppa which has a Damage value of x1 so any 
successful hit will inflict 3 wounds on the target. 


Example 2: The Space Marine has a Base Statistic Strength of 4 
but is wielding a Power Fist which gives him a +4 bonus to his 
strength statistic for a total of 8. The Power Fist has a Damage 
value of x1 so any successful hit will inflict 8 wounds on the target! 


Armour 

Certain characters can wear different kinds of Armour. Instead of giv- 
ing you a bonus to your Statistics, Armour grants you an Armour 
Save against attacks which otherwise may damage you. All Armour 
types have a number in brackets next to their name - this is the save 
value and for the Saving Throw to be successful you need to roll 
higher than that number on a single D6. 


Equipment 

Equipment is anything you find during your adventure that is not 
Armour, a weapon or Ammunition. Some Equipment can be used at 
any time and you will be given instructions how to use the item when 
you acquire it. Other Equipment has a very specific use at a very spe- 
cific time and the adventure will tell you when is the correct time to 
use the item should it be in your possession. Whenever you pick up a 
new piece of Equipment be sure to record it in the Backpack section 
of the Adventure Sheet. Likewise, whenever you lose or drop an item 
make sure you erase it from the Adventure Sheet. 

To begin with, you many only carry six items in your Backpack. 
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Ammunition 

To be able to use Ranged Weapons you must have the correct type of 
Ammunition for the weapon you are wielding. For example, a Lasgun 
requires a Lasgun powerpack whereas a Bolt Pistol requires a Bolt Pistol 
Clip - Ammunition types are not interchangeable between different 
weapons. Every time you fire a Ranged Weapon you must subtract 1 
from the relevant Ammunition total on the Adventure Sheet. When- 
ever your Ammunition total reaches zero you have to Reload or you 
cannot use that Ranged Weapon again until you do. If you do not have 
any Ammunition for your current Ranged Weapon or another Ranged 
Weapon with an Ammunition total of 1 or greater then you may only 
use Close Combat Weapons in combat until you find Ammunition for 
one of your Ranged Weapons. Remember to record any new Ammuni- 
tion types you find on your Adventure Sheet. 

Whenever you find Ammunition during the course of your adven- 
ture it will have a number next to its name. This is the number of 
shots still left within. When you find brand new Ammunition then it 
will always contain the maximum number of shots allowed for that 
Ammunition type but if you pick up Ammunition from the corpses 
of the slain or obtain it from other sources then you may find that it 
doesn’t contain a full load. 


Reloading 

Whenever a Ranged Weapon runs out of Ammunition, you have 
the option to Reload. Reloading takes a single Combat Round dur- 
ing which you may not make any Attacks. Your Enemy may make 
his Attacks as normal. If you decide not to Reload during Combat 
then once the Combat is over (and provided you survived!) you may 
Reload your Ranged Weapon then. If you forget to Reload at the end 
of Combat then you may not Reload at the start of Combat the next 
time you face an Enemy unless you spend the first Combat Round 
doing so. You may Reload at the end of Combat even if your Ranged 
Weapon has not run out of Ammunition. 


Combat 

More often than not, whenever you encounter an Enemy, Combat 
will ensue. When this happens, the gamebook will present you with 
the Statistics of your Enemy, details of any Ranged Weapons and 
Close Combat Weapons he is carrying, who has the Initiative for the 
Combat, any Saving Throws that your Enemy may benefit from and 
any other information relevant to the Combat. This information will 
always appear in a box and look like this: 


Weapon: 
S D 
Slugga 4 it 
Choppa * x1 


Initiative: You 
Saves: Ork Armour (6) 
Cover (6) 


ENTERING COMBAT 


Initiative 

This determines whether you or your Enemy makes the first attack 
during a Combat Round. Depending on certain conditions or effects 
from Damage inflicted by Ranged Weapons or Close Combat Weap- 
ons, Initiative may switch from one side to the other during the 
course of Combat. 


Ranged Combat 

Unless instructed otherwise, Combat always begins with Ranged 
Combat. Whichever side has the Initiative becomes the Attacker and 
makes all of their Attacks first. One D6 is rolled for each Attack and the 
result of the rolls compared against the Roll To Hit chart. Occasionally, 
the gamebook may instruct you to apply a bonus to the roll and this 
is always added after the dice has been rolled. If you are the Attacker, 
remember to subtract one from the Ammunition you are using. 

Any Attacks which are successful now have a chance to cause Dam- 
age to the Defender and a roll must be made against the Roll To 
Wound chart. The Strength of the Attacker’s Ranged Weapon is com- 
pared against the Defender’s Toughness score to find the number that 
must be rolled equal to or greater than for a successful hit to cause 
damage. In some cases, it may be impossible for an Attacker to dam- 
age a Defender because their Toughness score is too high compared 
to the weakness of the Attacker’s Ranged Weapon but conversely, 
some Attacks automatically wound thanks to the relative power of 
their Ranged Weapon compared to the Defender’s Toughness. 
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There’s one last stage before it is determined whether a Defender 
has been damaged or not and that is the Save Phase. Even if he has 
multiple Saving Throws of different types (e.g. Armour Save, Cover 
Save) a Defender only receives one Saving Throw per successful Roll 
To Wound and that save is the one with the lowest value. For example, 
if an Enemy has a suit of Power Armour (4) and is Fully Concealed 
(3) then he only receives the Cover Save. If the Saving Throw is suc- 
cessful then the Attack fails to cause any damage to the Defender and 
his Wounds total remains the same. Remember to make one Saving 
Throw for each successful Roll To Wound. 

If the Defender receives no Saving Throw during the Save Phase, or 
if the Saving Throw is failed, then the Attack is successful and Dam- 
age can be applied. First, subtract the Damage value of the Attacker’s 
Ranged Weapon from the Wounds total of the Defender. Then, if the 
Defender’s Wounds total is still greater than 0, apply any other effects 
from the Ranged Weapon’s Damage (e.g. Poison, Fire). 

If the initial Damage, or any of the Ranged Weapon’s effects reduced 
the Defender’s Wounds total to 0 or less, then the Combat is over. If 
the Defender survived then repeat the Ranged Combat Phase with the 
Defender now becoming the Attacker and vice versa. If there is still no 
winner after the second part of the Ranged Combat Phase then the 
Combat Round ends and you move to the next Combat Round. 


Close Combat 

At any point after the first Combat Round you may opt to enter Close 
Combat with your Enemy unless otherwise instructed. Occasionally, 
the gamebook text may provide additional instructions regarding 
your Enemy that will require you to enter Close Combat after a cer- 
tain amount of Combat Rounds have elapsed or even prevent you 
from entering Close Combat at all. Once you have entered Close 
Combat you remain in close combat until the Combat is over; you 
cannot re-enter Ranged Combat. 

Close Combat works in much the same way as Ranged Combat. 
Using your Weapon Skill you determine what your To Hit Roll will be 
and attempt to roll equal or greater than that number on a single D6. 

If the roll is successful then you make a Roll To Wound but rather 
than using the weapon’s Strength to determine your To Wound Roll, 
you instead use your own Strength score. 

The Save Phase works in exactly the same way as with Ranged Combat 
but with the exception that the Defender is ineligible to receive a Cover 
Save, only Armour Saves may be used in Close Combat. 

The damage statistic of a Close Combat Weapon is always repre- 
sented by a multiplier and a successful hit causes damage equal to the 


multiplier times the wielder’s Strength total. 

As with Ranged Combat, the damage is applied to the Defender’s 
Wounds total first and then, if he is still alive, any other effects from 
the Attacker’s weapon are then applied. 


Example of Combat 
You are attacked by a Tau Fire Warrior. The gamebook gives you the 


following instructions: 


Fire Warrior 


Pulse Rifle 5 2 
Knife * x0.5 


Initiative: You 
Saves: Tau Armour (5) 


Notes: After the second combat round, the Tau moves into Close 
Combat and you lose any Cover Saves you may have. You begin 
combat with a save for being Partially Concealed (5). 


Your current stats are as follows: 


You 


Shotgun 3 Z 
Chainsword * x1.5 


Initiative: You 
Saves: Flak Armour (5) 
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You have the Initiative and make the first attack during the Ranged 
Combat phase of the first combat round. Your Weapon Skill is 3 so 
you need to roll a 4 or greater to hit the Fire Warrior. You roll a single 
D6 and it lands on a 5. Success! However, you now need to make the 
Roll To Wound. The Strength of your Shotgun is 3 and the Fire War- 
rior’s Toughness is 3 so according to the To Wound Chart you need 
to roll a 4 or greater again to wound your Enemy. This time you roll a 
4. Another success! All that can prevent the Tau from being damaged 
now is his Saving Throw. The Fire Warrior needs a 5 or greater on a 
single D6, you roll... but it’s only a 1. Failed! Because your Shotgun 
does 2 damage you reduce the Fire Warrior's Wounds total to 8 and 
mark off a shot from your Shotgun’s ammo total. 

The Fire Warrior then shoots at you. His Weapon Skill is 3 and your 
Strength is also 3 so he needs a 4 or greater to hit you. You roll the 
dice but it’s only a 2. Failure! That means that this Combat Round is 
over and you move to the next Combat Round. 

The gamebook text forces you to move in Close Combat after the sec- 
ond Combat Round, but you have the option to do so now. Although 
you and the Fire Warrior are fairly evenly matched, his Pulse Rifle stands 
a far greater chance of wounding you after a successful To Hit Roll. 
Your Close Combat Weapon is better than his and you won't reduce 
your Saving Throw by moving out of cover as your Armour Save is of 
the same value. You make the choice to move to Close Combat! 

You again need to roll a 4 to hit and this time you roll a 6. Because 
you are in Close Combat, you use your own Strength score and not 
the weapon’s to determine whether you damage the Fire Warrior. 
Consulting the To Wound Table shows that you need to roll 4 or bet- 
ter. You roll the D6 and it’s a 4. Success! The Fire Warrior still has his 
Saving Throw of 5 or greater that he receives from his armour but this 
time you roll a 4. Failure! The Chainsword’s damage multiplier is x1.5 
so it does damage equal to one and a half times your Strength score. 
Your Strength is currently 3, 1.5 times 3 is 4.5 and because damage is 
always rounded up to the nearest whole number you cause a massive 
5 damage to the Fire Warrior and reduce his Wounds to 3! 

It is now the Fire Warrior's turn to attack you. His To Hit Roll is 
again 4 and this time you roll a 6. Success! His Strength is 3, your 
Toughness is 3 so his To Wound Roll is 4 or greater. You roll another 
6. Success! You need to make your Saving Throw of 5 or greater but 
can only roll a 2. Failure! The Fire Warrior's Knife has a damage mul- 
tiplier of x0.5 so applying that to his Strength of 3 gives you a total of 
1.5, which, rounded up to the nearest whole number, means he does 
you 2 damage and reduces your Wounds to 5. 


Because nothing has occurred to change who has the Initiative 
in this Combat, you still get to attack first during the third Combat 
Round. Once again you need a 4 or greater to hit him and roll a 5. 
Success! The To Wound Roll is also 4 or greater and this time you 
roll exactly 4. Success! All you need to do now is make sure that you 
Chainsword penetrates the Tau’s armour and you'll have killed him. 
The Saving Throw is once again 5 or greater and the D6 lands on 4. 
Failure! Your Chainsword bites through the Tau’s armour and deals 5 
damage - more than enough to kill the foul xenos scum! 


Combat involving multiple opponents 

Quite often during your adventure, you will find yourself outnumbered 
and facing down two or more Enemies. When this occurs, you choose 
which Enemy will be the Defender for each attack you make. For exam- 
ple, if you have an Attack score of 2 and are being attacked by two 
Cultists then you may choose to make both of your attacks against the 
same Cultist or make one attack against each Cultist. If you only have 
an Attack score of 1 then you will need to decide which Cultist to make 
your attack on. Whichever side has the Initiative gets to make all of their 
attacks before the other side has their chance to attack. 


Phases of the Combat Round 
1. Roll To Hit 
2. Roll To Wound 
3. Save Phase 


4. Apply Damage 


Repeat steps 1-4 for combatant without Initiative. 
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Adventure Sheet 

Found at the back of the gamebook, this is where you record your 
Statistics, Ammunition, Equipment and any other information that 
you will refer to during your adventure. 


Ammunition 

There is a box on your Adventure Sheet to record the different kinds 
of Ammunition your Ranged Weapons can fire. Every time you fire 
your Ranged Weapon, reduce the Ammunition total for that weapon 
by 1. 


Armour 
Any item that grants you a Save. 


Attacks (A) 
A Statistic that represents the number of times a Combatant can 
attack during a single Combat Round. 


Attacker 
During a Combat Round, the Attacker is the Combatant who is 
attempting to damage the Defender. 
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Backpack 
Where your items are kept. You begin your adventure being able to 
carry six items. 


Close Combat 
Combat where only Close Combat Weapons may be used. Once 
Close Combat begins, Ranged Combat cannot be re-entered. 


Close Combat Weapon 

Any weapon used during Close Combat. They are easily distinguished 
from Ranged Weapons as they have no Strength value and their Dam- 
age value is always shown as a multiplier (e.g. x1.5). 


Combat 

Combat occurs whenever you encounter enemies during the course of 
your adventure. Combat is made up of a series of Combat Rounds and 
continues until all Combatants on one side are dead. 


Combat Round 
Combat is made up of Combat Rounds where each Combatant has 
the chance to attack and their opponent. 


Combatant 
A character or enemy taking part in Combat. 


Cover Save 
A Saving Throw granted by anything that provides cover during Combat. 


Defender 
During a Combat Round, the Defender is the Combatant who is fac- 
ing the attack. 


Equipment 
Any item you may find during the course of your adventure that is not 
a Weapon or Ammunition. 


Enemy 
Any hostile entity that you encounter during the course of your 
adventure. 


Fire 
An ability possessed by certain weapons that causes an additional 


effect on top of the amount of damage it inflicts. Any character or 
Enemy hit by a weapon with this ability will continue to take an extra 
point of damage every Combat Round until the end of Combat. 


Initiative 
Determines who is the Attacker and the Defender during the various 
stages of the Combat Round. 


Medi-pack 
A single use item that restores your Wounds to their starting value. 


Poison 

An ability possessed by certain weapons that causes an additional 
effect on top of the amount of damage it inflicts. Any character or 
Enemy hit by a weapon with this ability will continue to take an extra 
point of damage during every Combat Round of every Combat they 
engage in until the Poison is neutralised. 


Purity 

A numerical representation of how much faith you have in the 
Emperor of Mankind or your devotion to the Dark Gods. This should 
be tracked on your Adventure Sheet. 


Ranged Combat 

Any combat that occurs at a distance using Ranged Weapons. Once 
Ranged Combat has ended and Close Combat has begun, you may 
not re-enter Ranged Combat. 


Ranged Combat Weapon 

Any weapon only used during Ranged Combat. They are easily distin- 
guished from Close Combat Weapons as they have a Strength score 
and their Damage value is always shown as a numerical value rather 
than a multiplier. 


Reloading 

If your weapon runs out of Ammunition during Combat, you may 
choose to Reload, but forfeit all of your Attacks during the next 
Combat Round. Reloading after Combat does not carry any penalty. 


Save Phase 
A roll of a single dice that is made to determine whether armour pre- 
vents damage. 
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Statistic 
Any numerical value that represents a skill or ability possessed by your 
character. 


Base Statistic 
The value of a particular Statistic when you start your adventure. 


Modified Statistic 
The current value of a Statistic with any bonuses or penalties applied. 


Strength (S) 


A Statistic used during Combat to determine the To Wound Roll. In 
Close Combat it also determines how much damage is inflicted by a 
Close Combat Weapon. 


To Hit Roll 
The roll of a single dice that determines whether an attack hits a 
Defender. 


To Hit Table 
The chart where Weapon Skill is checked to determine the To Hit Roll. 


To Wound Roll 
The roll of a single dice that determines whether an attack causes any 
damage to the Defender. 


To Wound Table 

The chart where the Strength of an Attacker or Ranged Weapon is 
cross-referenced against the Defender’s Toughness to determine the 
dice score needed to wound. 


Toughness (T) 
A Statistic used during Combat to determine the To Wound Roll. 


Weapon Skill (WS) 
A Statistic used during Combat to determine the To Hit Roll. 


Wounds (W) 
A Statistic representing the amount of damage you can take before dying. 
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To Hit Chart 


To Wound Chart 


Toughness 


N = Cannot Damage 
X = Auto Damage (saves still apply) 
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